I. Background story. 





"Bad days noiBodays I say, me' trusty friends./' 
- You hear the deep timbre of an old Diiiarf twarrior from 
the other side of the ta'uern; "yer can't put a foot outside these 
'ol toTun iwalls -iwithoart bein attacked by one o' those spiky- 
eared mobs, I say..." 

The Dwarf had hit the nail on the head - the main point of 
conversation among the peoples of Thyn njas the iwar betiueen 
the local El-ues and the men of Thyn county: 

"I just don't knoTi; luhat's got into thart lot - just murdering 
our people owithotut no reason.. But anyuways, Oi'-ue aliuays said, 
- yo' just cant trust a pack o' them EVues." 

"Calm down Gruelfin, old friend", - a deep, calming -uoice is 
beard from the other side of the inn. - Gruelfin chimes back: 
"Well, bugger me, just ask our Chelsea squadron for 'elp, and 
lue'll do 'em in! Bommin' our chip shops eh? Wot? Aah yes, ive 
•uoill do.. Oh, o.k.. We're sorry about that folks, it's the El-ues this 
time.. Sorry cueryone.." 

The deep -uoice again, somenjhat amused: "It's clear that 
e-ueryone here likes to hear an old Diuarf groaning aiuay about 
the owrongdoings o' 'them' Elves, but it's not that long ago 
luhence I saiu you stealing the spellbook of an Elf Magician by 
the name of Baya Liron,- at night, iDhich you then proceeded to 
feed to the flames of your camp-fire... Hoiwever, that's an old 
story, and hasn't got much to do n;ith the e-uil situation 
nouuadays." 

The slim figure of a man iralks out of the shadoiws and 
toouards your table. 

"May I introduce myself ? My name is Sarian, my profession is 
trailhunting, archery and now and again I'm an informant." 
An impish light glitters in his eyes and he grins.. 
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A voice from a neighbouring table says: 
"Tell us a tale, strange uyanderer!" 

"I might uuell do, for a few silver coins," says Sarian, and 
deftly catches the coins throirn in his direction. 

Ladies and Gentlemen. Hemm.." - he coughs and luaits until 
all have ordered drinks.. 

Well noiu, I'll tell you a tale about some of the strangest 
creatures that men have ever seen..." 

The foUoiwing hours were filled nuith tales of forest Trolls, who 
lived on human flesh, and of Giants - big and strong enough to 
throow boulders at each other... 

"But these "uwere by far not the most dangerous of creatures 
sighted... One day I san? a creature, quite like a Ore but as 
strong as a bear and as dangerous as a rattlesnake. I was able 
to creep round it and came upon a cave, iwhere I heard a few 
of them talking. A strange tongue it n^as I tell you, the only 
word I could understand was 'Mogul', I imagine it was the 
descriptive word for themselves. I heard this word again, much 
later on, around a camp-fire. Here was talk about creatures 
that live deep under the earth, and the description fitted to that 
of the 'Moguls' that I had seen. They were said to be the 
ancestors of Ores and lesser demons. Hoowever, the truth about 
this theory I don't kno-uj." 





You cringe at the thought of meeting one of these creatures. 

"But belie-ue me, this was not the greatest /right I ha-ue had 
on my tra-uels - creatures exist that can, by some feind of magic 
rob their -uictims of all intelligence and there are others that 
numb their -uictims luith one strike and then eat them alive. 

"You're laying it on a bit thick, you imp!" - A huge 
Barbarian stands up and comes o-uer. 

"My name is Berek Orcripper, the bane of all Ores and their 
ancestors. I tell you, I met an Orc-ish race in the Lands of the 
Black Ice, by the name of Arag Dai, perhaps not as strong as 
your 'Moguls' but craftier and more e-uil. And that's nothing 
compared to the Skryt-Dragons, one of iwhich I luas only able to 
conquer through its oiun death. These are able, auith their barn- 
door mouths, to STualloiw up horse and rider in the luink of an 
eye." 

The foUoiwing tales become more and more unbelievable, but 
no-one seems to luant to stop his oratory. Probably on account 
of him being at least 7 foot-six and 255 pounds, but 

nevertheless, an acceptable 
tale-teller. 

Time goes on, and one 
after arvother the guests go 
home to their beds. The 
Barbarian and the Dwarf 
also say goodnight and go 
their different luays. At 
about midnight you are left 
nearly alone in the main 
room of the inn, iwith the 
inrikeeperj and the 'archer' 
Sarian. 

"Tell me., my young 
map 5 friend, it doesn't look as if 




you re very happy njith your lot, at home arul on the field." 

Sarian had hit the main point of your thoughts. 

"As you probably knon;, the war against the Elves needs all of 
our luarriors, - and they're not many as Thyn has not seen 
blood for ages. It looks bad for us, i»e're losing men, and the 
enemy just seems to be increasing. If we don't receive help from 
outside, and quickly.." 

The innkeeper luarns: 

"It's closing time folks, I'm risking a fine by letting you sit 
here." 

Sarian pulls something out from under the table, a small bag 
comes to light, the shape of ouhich reveals it to be a filled purse. 

"This should at least be enough for the fine, noble publican - 
close the door and the shutters please." 

The innkeeper does as asked. 

"Non) to come back to our conversation." says Sarian. "I've 
heard that our Majesty is looking for a few brave young men 
for a mission. A mission to the neighbouring county of Cyldane 
in order to call for supporting troops. Are you interested? - 
There are probably great riches to be earned, and at the least 
you'll be able to forget your farming for a uuhile." 

You wonder about the way in luhich the near stranger is able 
to read your thoughts. In the past fei» uueeks you really have 
been thinking and dreaming about doing great deeds and of 
turning your back on the boring farming life... The thought of a 
great reward... 

"But hoii; can I, alone.." - 

You start up at the thought of this nearly impossible mission, 
but Sarian calms you: 

"You obviously iwill not be able to manage it on your oiun, 
but for a number of gold coins you'll probably find a few true 
companions iwho'll luant to help you carry the treasures to be 
found on this adventure." 






Gold coins?.. He's talking abovit a number of go pieces? - A 
farmer luould ba-ue to (itfitb a good harvest) iworfe for several 
months to earn even one I And he's talking about gold pieces as a 
farmer ouould boast about copper coins! 

"Would you, please tell me ii;bere I can dig up these gold 
pieces' in order to enrol the 'true companions' ?" 

"That is our Count's problem, and not yours. Is it his ruler ship 
that is to be defended, or is it yours?" 
And again, there is a glint in his eyes. 

"Go at dauun to the palace gates, mention my name to the 
palace guards and tell them your story. You uuill then receive an 
atidience. But until then, think about the mission very care/ully, 
for the Count dislikes men of ottavering purpose and those i»ho 
luould turn down his offers..." 

After a few hours of discussion, the innkeeper lets you both 
outside, and Sarian says goodbye iwith the ouords: 

"Keep your chin up, young friend, I think you'll find the right 
companions for this challenge.. Goodbye, and take care!" 
Sarian disappears in the shadonjs of the nearby houses. 
The very next morning you decide to go to the palace for an 
audience ii;ith the Count; — to offer him your services.. Not just, 
not only the thought of gold in plenty and honour on the 
battlefield, - but also the idea of retuxmng to Thyn as a hero 
would be a nice 'topping off' to your future career. Away from 
the field and harvest.. 

On arrival at the palace gates, you do as Sarian had advised, 
and iwithin two minutes you find yourself at the foot of the 
throne... The Count arrives.. 
The Count: 

"I have been ir^ormed that you are interested in a mission, 
and that you awish to place yourself in vny service? Without 
regard to the dangers to your person on this mission?" 





Without -ujaiting for an ansnjer the Count contimes: 
"Very luell, young man, here are my orders: Journey to the 
CouTity of Cyldane, and ask of the Count Hagror for supporting 
troops. The Count n;ill understand the imminent danger of my 
doiWT^all, for we were aliways peaceful neighbours, but should 
Thyn fall.. Also, you and your companions - I hope you do not 
ward to journey alone, should try to find out the reason for the 
strange behaviour of the normally peaceful Elves and ouipe out 
this cause of their aggression. My blacksmith iwill help yourself 
and your friends lyith the desired equipment, and I ask you, 
Tijhen douuntcTjyn, to look out for a feie men or iDomen who 
could be useful on this mission, and then to start as soon as 
possible, for I cannot hold out against this over "whelming pouuer 
for much longer." 

You find yourself quickly escorted to the palace gates, and 
once outside, you realise that not one word has been spoken of 
a 'great reward' or of 'great riches' to be earned! 

"Well, perhaps I'll find a few people to come along on the 
njay, just out of pure interest..." You think to yourself, arui make 
your way to the next inn.. 

The adventure can begin! 





Wbat is a role—playing-game ? 

There are tuuo kinds of role— playing- games: One 
computer role-playing- game: 

The computer role-playing gamer leads a group of characters 
through a ficticious uuorld, Tuhereby the most adverse ad'uentures 
and puzzles are to be sol'ued. The computer registers all mo-ues, 
simulates all confrontations and occurences and controls all non- 
player-characters - (NPC's). 

The second feind is the 'real' role-playing-game: 
Here, a group of gamers meet, and each player 'plays' a 
character. A gamesmaster 'directs', (tries to direct) the game, (in 
computer-role-playing games, the computer simulates the 
gamesmaster's functions) - controls all NPC's, and all random 
occurances (uuith the use of dice), steers the group into situations 
of Tuhich the gamers often ha-ue no influence (and are now and 
again not allouwed to have), and guides the destinies of the 
player-characters. The gamer tries to 'play' his character 
(created using dice, and uyith differing traits) as realistically as 
possible iwithin the fantasy, or science fiction uuorld of the 
gamesmaster. 

The aim of role— playing is to create a social game, and an 
atmosphere in "uyhich the individual is asked to solve a problem, 
and is pressed to fiiod nenj solutions uuithin a completely 
different iDorld, depicting a different character and race, and its 
train of thought. Within a group, responsibility for one another, 
group ideas, and collective decision is called for, (especially in 
'real' role- playing). 
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CHARACTER ATTRIBUTES. 




A character is the 'gaming figure' of a player, built up of a 
conglomeration of different data and the five main character 
attributes: 

Strength. This value describes the physical poirer of a 
character. The greater the strength of a character, the greater 
the uyounds he or she can distribute to an opponent. A character 
of great strength may carry very much more than a aueafeer 
character. This value is the main attribute of all characters 
iwhose profession designates them to be placed in the front line of 
all violent cor^ontations, i.e - Warriors, Barbarians, Paladins, 
etc. More often than not, male characters are stronger than 
female characters 



Intelligence. 

This attribute is directly comparable to our I.Q. tests. It 
describes the individual ability to learn, discern, and combine 

events. This ability is the main attribute of Magicians and their 

'lower classes', i.e - the poiwer over magic, be it luhite or black, 

and its usage. This talent also measures the ability of a character 
to learn a foreign language. 




Wisdom. 

This value includes the iwill— poiuer, memory, understanding, 
and artfulness of a character. It is the main attribute of Clerics, 
Druids and their ponjerful 'longer' classes, i.e - Rangers, etc. 
This talent enables the 'loiwer class magician' to perform magic 
by use of memory / iwisdom; a Cleric may perform magic 
without the use of a spellboofe and iDell learned phrases - as a 
'normal' magician ivould not... Female characters have, more 
often than not - a someowhat higher Wisdom bonus. 




Dexterity. 

This -ualue mirrors the reflexes, motorics - (eye-hand), 
siriftness, limb coordination of a character, and its o-uerall bodily 
adeptness in all different kinds of situations. 

Dexterity has a direct influence on hoiu quickly a character is 
prepared for a surprise attack, traps, etc. I.e - armour class, 
and influences the reaction of a character luithin unpredicted 
events. This is the main attribute of Monks and Thieves, because 
of the high dexterity needed to disable traps, or to enlighten 
others of a heavy purse, etc. 



Constitution. 

This value describes the bodily health, stamina, and the 
resistance to illness, poison, etc. of a character. It also includes 
infornuxtion about the build of a character. The greater the value 
of constitution, the higher the rxumher of hit-points of a 
character. Male characters often have greater strength than 
female characters, hoiuever, their constitution value is often a 
little loouer than that of females. 




Most attribute values are dynamic; i.e - no character can train 
to improve his born intelligence, but frequent training will help 
a luarrior to gain higher strength arul / or dexterity. Similarly, 
the folloiring attributes describe not the born attribvdes, but those 
describing a character's fighting experierwre, magical experience, 
momeiniary health, protection, etc. 

Hit points. 

The number of hit points is a value that describes the general 
state of health of a character. This value does not include illness 
or invalidity, but describes organic damage - injuries, and 
exhaustion. Each character has a maximum of hit points. 
Maximum hit points = maximum health. A character luith less 
than maximum health may suffer in different circumstaru:es. In 
combat, for on example, an injured character is not able to 
attack as efficiently as a healthy character, long marches may 
become very strenuous uuhen injured; this may also deplete the 
company's morale. An unhealthy character is not as resistant to 
sickness and poisoning as a healthy one. A character should 
therefore aim to keep or regain the highest number of hit points 
as possible. All wounds should be healed as quickly as possible. 
This may be done in a temple, or by using magical healing 
potions or by magic. Should nonetheless, the number of hit 
points deplete to none - the character will die. 
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Magic points. 



The rwmber of magic points limit tbe number of spells that a 
magic user may cast in any one day. This -ualue may be looked 
upon as being tbe concentrating ability of a character tbat 
declines iwitb eacb spell cast. Has this value reached zero, a rest 
must be token in order to regain magic points. Rest is the only 
Duay to regenerate these points, although there is some tell of 
wise priests from the East, who can regain their concentrating 
points by the use of magic. 




Experience points. 

Experience points are gained each time an opponent is 
defeated or a spell luell cast. The number of experience points 
mirror the combat and life experience of a character. E'uery 
character begins owith absolutely no experience points, each point 
has to be iwell -earned. The higher the number of experience 
points, the higher a character can climb in his or her profession 
•which means more hit points, greater attribute -ualues and more 
magic points. The character must speak before the Board of free 
trades, and njill then recei'ue the training suited to his / her 
experience le'uel. 




Armour class. 

The armour class of a character is defined by different 
attributes and the type of armour used. It describes the 
protection of a character against physical and magical attacks. 
The higher the armour class, the higher the protection. The 
armour class is defined by the dexterity, constitution of, and 
armour and iweapons used by a character. 
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CHARACTER RACES 




A character may be one of the following races. 

Human 





The differing Human racial types 
that exist in this iDorld are all 
included in the Human race, i.e 
there are se-ueral Hunuin races but 
to describe them all here -would be 
too tiresome. Important is that iwith 
Humans no professional limits are 
gi-uen and that all attributes are 
normal (in other otords, Diwar-ues 
are strong, El-ues intelligent, and 
Humans are nothing special!). 



Dwarf 

Diuar-oes li-ue in ca-ues and mines 
aend earn their liuing mainly by 
mining metal ores. To strangers they 
appear shy and tentatiue, but to 
friends and companions they are true 
and reliable. They ha-ue a great 
affectation toiwards jeiwels of all'^J 
feinds and -will even start a fight 
o-uer them. They ha-ue a natural 
dislike tonjards magic - the reason 
ouhy a Diwarf ODOidd never awant to. 
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or even could become a magician. Because of their, often 
abnormally strong build, they are predestined to become good 
oijarriors, but are also as good a blacksmith as any. They have 
great distrust toowards El'ues because of a tribal dispute ages 
back. Outoward appearance: About four foot high, nonetheless as 
heavy as a hea-uily built Human. All Dnjarves are bearded, 
(their njomenfolk, too), they are dark haired, dark eyed and 
ba-ue a dark teint. 



Elf 

Elues are graceful, elegant, intelligent and mische-uious. Their 
different tribes live in forest toiuns in-uisible to the unprocticed 
eye. They lo-ue nature, arts, games, and the 'nice life'. Naturally 
shy, they are hoowe-uer great companions 
and are extremely good archers. Their 
only real flaiu is that they are often 
arrogant and o-uer estimate their ooBn 
capabilities, -uuhilst under estimating those 
of others. They are nearly irnrnune 
tonjards paralysing but are not as useful 
in man to man combat as for example 

Dwarves. Their high intelligence often V* • ij^W^^if vL v^-^ 

pro-ues them to be good magicians or 
illusionists. Outujard appearance: Normally 
six feet high, slight of build and quick of 
limb. Mostly blonde, light skinned, and 

either blue or golden eyed. Their greatest -uisible distinction is 
their pointed ears and large o-ual eyes. 







Half ling 

HalfUngs li-ue, quite lifee Dujar'ues wfxder the earth but in 
'Half ling built' lining ca-ues. Liking comfort, they lo-ue their 
homes and the company of great story tellers. Most are gardeners 
or tradesmen, nonj and again a goldsmith or jeireler is to be 
found amongst them. It is seldom that a Half ling iwill trade his 
comfortable life for that of an adi;enturer but when, ihey often 
make great thie-ues or scouts. They are also said to be 
experienced archers and handy njith a 
sling. They are not the born hero kind 
of type, hut wiW do anything to help a 
friend or companion in danger. They 
will also trick a 'bad sort' ei;en in the 
knouuledge of danger to themsel'ues. 
Outouard appearance: HalfUngs are 
about three feet high, a little tubby 
around the owaist (they love their 
comfort), lightly tanned skin, dark eyes 
and, like El'ues, pointed ears. 

Mixed race 

There are many children of mixed race, the offspring of 
mixed marriage betotfcen Humans and EVues, and Ores. The so- 
called Half-EVues often have some of the ad'uantages of their 
parents, but not all. For example, the near 
immunity to paralysis or the Elojen immortality. 
(El'ues only die through injury or poisoning). 
Another mixed race is the Half -Ore: Not quite 
ugly as Ores but just as sly and nearly as 
strong. They are quite good luarriors but not 
•uery intelligent, and aloways looking for a 
quarrel, that being the reason luhy it is mostly 
a Half -Ore that njill be rejected by a group. 





Warrior 

A luarrior is trained to use the most different of uueapons, he 
earns his living using his strength, his knoiuledge of iweapons 
and experience in combat. To survi-ue as a fighter he should be 
of great strength, and be of a good, healthy constitution. Each 
group of adverdurers should ha-ue at least one iwarrior iwithin it, 
in order to protect the lueaker in combat, and now and again 
break down the odd door or two that are in the way. 

Barbarian 

Barbarians are born, no-one can 
train to be a barbarian, you either 
are one, or not. Barbarians 
someowhat strange folk: They detest 
all kinds of magic and other 
'funny' things, and rely on their 
enormous strength and dexterity. 
Their attributes are quite like those 
of iDarriors, hoowcuer, they are a 
little more hardened by their 
rough life in the iwilderness, and 
that much 'tougher' luhilst being 
•uery skilled in sur-uixial in the 
luild. 




Tbief 




Tbicues are dexterous and cle-uer; they wiW a'uoid man to man 
combat because of tbeir lesser strengtb, but are masters in tbe 
art of assassination. They are extremely adept at finding and 
deacti-uating traps, are itfell fenoiDn for tbeir quick fingers, and 
for opening locked doors etc. (owitbout tbe correct key, - even an 
Ore could do tbat!) A bigb degree of dexterity is needed for tbe 
up and coming tbief - surprisingly often it's a thieves life 
insurance. Tbie-ues may not uwear bea-uy armour, at tbe utmost 
leatber or Eluen cbainmail, n?bicb does not binder tbem iwben 'at 
work' . 



Blacksmith 

Tbere are not many blacksmitbs to be found seeking 
ad-uenture, but nouo and again tbey can be encountered. Tbey 
are an excellent 'mobile luorksbop' tbe only encumbrance being 
tbe an'uil tbat tbey carry, (in order to repair tbe group's armour 
and -uueaponry). A blacksmitb, (like tbieues) mil only wear (if at 
all), leatber armour, and sucb tbat is not a bindrance when 
working. Tbere is anotber reason for tbis, and tbat is tbe 
ancient 'Blacksmitb's Code of Honour' - by owbicb eacb 
blacksmitb tries to li-ue, even tbougb tbere is noiradays no 
reason to. 

A blacksmitb may also cast spells.. However, tbe number of 
spells a blacksmitb can learn is limited, and only tbose spells 
tbat Doould come in use in bis trade may be learned. To cast 
magic, a blacksmitb needs bis bammer and anuil, - tbe centre 
of bis poiwer and magic. 




Ranger 

Rangers are a sub— class of iwarriors. Tbis, boiue'uer does not 
mean 'lower class'. A ranger lacks some of tbe abilities of a 
uoell trained ouarrior, but bas otber ad%>antages, for example: A 
ranger can make out an opposing grovip or small army o-uer a 
great distance, and even give an account of it's size and 
strengtb. At, and above tbe sixtb Icuel, a ranger may cast 
druidic spells. Tbis ability deri-ues from tbe dual interest of botb 
professions on tbe protection of forestlands and nature etc. 

Cleric 

A Cleric is a cbaracter umbo's life is filled i«itb tbe ideal of 
doing good to otber s and reducing evil in tbe oworld. Tbrougb 
bis belief and bis faitb, bis God (tbere are many faces, but 
tbere is only one God), bas gi'uen bim tbe ability to use magic. 
Wbereby tbe type of magic is usually of a defensi-ue / 
protective kind. Tbe main attribute of clerics is luisdom, as 
most of tbeir knouoledge is not just tbat of irritten doiwn spells 
etc. 
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Druid 

Druids are tbe 'colleagues' of clerics, but a druid's life work is 
tbat of tbe protection of forests, owoodlands, and all nature iwitbin 
tbem, and be will protect tbem, using all of bis powers. Tbe 
magic of tbe druids derives from tbis will to protect,- tbat being 
elemental magic, tbe power over tbe four elements: Eartb, wind, 
fire and water. Druids are welcome in any companionsbip, tbe 
effect being tbat nature seldom turns against tbem. 






Magician 

Magicians are mosiXy strange, learned, wtvworXdXy types, who 
seldom lea-oe their pile of books, unless to try out some neiuly 
found fenoiuledge or spell. Magicians, (like illusionists and all 
sub-classes of magic users) are, because of the complexity of 
their spells, especially bound to their personal spellboofe. A 
magician njears no armour, all metal on his person njould 
interfere -uuith his spellcasting. Magicians are not -uery agile, 
mostly because of their great age (by human standards they are 
extremely old), and are often too lueafe to sur-oi-ue man to man 
combat. Magicians normally prefer to fight using their on;n 
special iweapons, and far from the front line of danger. (Well, 
most of them)... 

Illusionist 

The illusionist's profession is much lifee that of a magician, he 
also cannot iwear any metal armour, nor is he practiced in the 
art of Tuarfare - sharp objects, i.e njeapons should not be gi-uen 
to him, - he'd probably injure himself badly,- quite like a 
magician iwould do. The main difference betn;een the touo is 
that a magician creates a reality, and the illusionist creates an 
image of reality in the mind of the target person (real for 
him). Should the target person or object belie-ue iwhat is seen, 
the illusion auill become reality,- oBith all consequences . 
Illusionists should be of high intelligence and dexterity - not only 
do illusions need a special kind of intelligence but also special 
skiU. 

Paladin 

Paladins are njarriors as one would picture a knight from the 
Middle Ages: They fight -with, and for honour, seeking fame on 
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the battlefield by taking on the most dangerous of opponents. 

Paladins are ruled by their 'Code of Honour', and al'u;ays try 
to free the world of cuil forces. Paladins ha-ue distinct pollers 
of good that other 'normal' iwarriors lack: - Fourth le-uel 
paladins and abo-ue gain knoiwledge of clerical magic. A paladin 
uuill never attack a basically good person or creature. 

Healer 

Healers (all of them are female), are magicians specialised in 
constructi-ue magic. Their spells are all of a healing or a 
protecti-ue natvtre, and never the type of spell that njould damage 
or vrijure others. Healers, as luith magicians may not wear 
metal armour, iwhich makes them hea'uily imlnerable in combat. 
Hoowe-uer, healers are of great help to a group, using their 
protective magic in, or after a cor^ontation. The main 
attributes of a healer are luisdom and dexterity, (for instance in 
dealing luith bad injuries). 

Monk 

The monks in the njorld of Faerghail may be compared to the 
type of luorld famous monk, (our uyorld) - brother Tuck, the 
njell lo-ued companion arui jiriend of Robin Hood. Perhaps not 
alDuays as sturdily built as Tuck, but ne-uertheless journeying along 
and aliuays ready to do a good deed or two, they should never 
be under estimated. They pride tbemsel-ues in not luearing 
armour or clothing that wouXd impound their stature, and are 
experienced fighters in their ooun way, preferring blunt tweapons 
such as clubs etc. The main attributes of monks are dexterity, 
TiJisdom, and constitution, - body and mind being thoroughly 
trained during their nouice years. Their training also irurludes 
some special skills, quite like those learned by thie-ues. 








Each character has, alongside the main attributes, other aspects 
'uuhich mafee up an indvuidual. These aspects oue will call abilities. 
These may be general, or those needed and trained in a 
particular profession. 





Negotiating 



This -ualue gives account of a character's ability to bargain or 
negotiate. For example: a character's ability to buy cheap and 
sell for a good pro/it. Also of great use luhen parleying owith 
opponents, (ojery important). 

Attack 

This Dalue tells us of the chance of striking a hea-uy bloii;, 

badly injuring an opponent. The most importarit talent of a 
uyarrior. 

Defence 

Means the opposite of attack (above), can also include an 
excellent defensive move, a skillful feint, avoiding a spell etc. 



Concentrating 

An important talent, especially for magicians and their sub- 
classes. A magician ii;ith optimum concentration is able to 
guarantee a maximum effect of the spells he has cast. Is also an 
important value for those characters 'u;anting to learn new spells 
or languages. 




Picfe-pocfeeting 

This talent may be useful in any inn or tavern. Important 
when out of money. One should try not to be caught too often. 
- Thieves caught are often imprisoned indefinitely. There is even 
tell of a country that chops off, when sentenced, the thieving 
hand... (ruins an honest career that does). 

Stalking 

This is a talent that has got to be learnt. It may be 
invaluable to creep by, and attack the opponent from behind.. 
Thieves use this talent, and there is a rumour that monks are 
taught this to a very high degree.. 





Trap detecting 

Tbis talent is visefxd in finding traps instead of lualfeing into 
them. Tbis talent is sougbl after and trained by monks and 
tbie-ues as being tbeir feind of speciality... 

Trap disarming 

Tbis talent is obi^iously tbe ability to dispose/disable traps 
^itbout damage to oneself or tbe group. Because of tbe bigb 
le-uel of dexterity needed, etc., tbis is mostly tbe domain of 
monks and tbie-ues. 

O-pen doors 

Closed and locked doors ali«ays lijere an object of curiosity for 
bumans, etc. E-oery apprentice tbief bas to open one in order to 
gain bis mastersbip. Hoiue-uer, not every door is locked in tbe 
normal way, and even a most experienced tbief is poiuerless 
owben confronted -uuitb a magically locked door.. 




DIFFERENT LANGUAGES 



Common language 




Tbe common language of Faergbail may be compared to our 
common language - "Esperanto". However, it is iwidely used, 
especially as a kind of trading language, and bas gained 
popularity, not only as a uni-uersal understanding, but as a luorld 
language. It may now be considered to be tbe uni-uersal 
language, understood by all. 

Animal Language 

Not a 'real' language as we would consider one to be, but a 
conglomeration of sounds created by animals as a signal to 
anotber of tbe same species, often conveying -uital ir^ormation 
about tbe immediate surroundings. Druids and rangers sbould 
master tbis language. 



Ore Tongue 



Tbis, somenjbat strange language (also called Gritsbnak) is a 
mixture of common language, dark language and animal 
sounds, but not very complex and used by all Ores and tbeir 
related species. Tbis language is tbe second most njidely spoken 
language after tbe common tongue, as Ores are -uery populous, 
altbougb generally uniuelcome. 




Lizard Language 

Lizards are a strange folk, very little is known about tbem as 
tbey avoid all contact owith other beings. Tbis language is rarely 
spoken by a member of any other race. As a rule because all 
contact ii;itb tbem usually ends in a bloody way... 

Dwarven Language 

Diwar-ues speak a language, tbat is generally difficult for 
others to learn, it being a very guttural, dark sounding tongue. 
It is also difficult to find a master of this language who is 
awilling to teach, as Douar-ues keep themselx»es to themsel'ues and 
dislike letting 'strangers' take part in their li-ues. 

El'uen Tongue 

El-ues ba-ue a main language nubicb includes many dialects that 
are, boiwe-uer, -uery similar. As Elves are normally very affable, 
it is quite easy to find a good teacher. Tbis language is also 
luidely used, as Elves often have contact and socially mix iwitb 
Humans. 

Dark Language 

Dark tongue is a dialect of the Diwarven language that has, 
over many years, changed drastically, so that it may noi» be 
considered as an individual language. It is used by all beings 
(creatures) that live under the earth, shunning daylight arui all 
contact with those iwho live on the surface. 



Magic Language 

Last, but not least is the language of magic. Its real name 
being "Terandir Ellagrinum Estaffyn" - called "Magic language" 
by normal folk. It is the language of occult and fantasy beings 
and creatures. "Terandir Ellagrinum Estaffyn" means - "The 
language of the unknown'. A magician should be able to speak 
this tongue fluently, as it is very likely that he iwill come into 
contact icith one of these creatures, by invoking or by 
incantation. Many of these fantastic beings con only be controlled 
by a magician able to speak this language fluently. 



ALIGNMENT 

The gaming figure of a player may have one of the very 
differing principles of life: A paladin respects la-u; and order, the 
right to lioje of all other creatures, and iwill never kill unless 
absolutely' necessary. A paladin is there/ore "lanu/ul good" in his 
alignment. A thief, hoiwcuer, iwhose aim in life is to ignore the 
lanj at all times, can never he laiu/ul good. This example leads 
to the fact that there are "lawfuX good" and non- "lauuful good" 
characters. These non- "lawfvd good" characters may also he 
di-uided into so-called "neutral" characters and "e-uil" characters. 

Neutral characters ouill aliways change their principles to suit 
their own means, luhilst an evil character iwill even sell his 
oi»n grandmother and kill for fun. The social systems of e-uil 
characters are always based on sur'ui'ual of the strongest and 
craftiest. A player should always hear in mind that evil 
characters mill not parley, and that it is, more often than not, a 
TDaste of time arguing uuith them. One should not, hoDue-uer, just 
try to 'hacfe and slay' all those creatures encountered, as nooi? 
and again, important aid may be gained from them. Also, many 
character classes uuill not just kill anything that mo-ues. 
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III. The luorld of Faergbail. 



The Tonun 

The starting point of this mission is the to^n of Tbyn. Tbyn 
and Oldan. are built and organised in mucb tbe same ^ay. so 
that both may be described he re. 




Trading post 

Tbe Steelstone family own and run trading posts in tbe 
Counties of Tbyn, Cyldane and tbrougbout tbe Kingdom for more 
tban a bundred years. 

Here, an ad'uenturer wiW find all tbat bis beart desires, from 
tbe exquisite balberd made of specially bardened steel, to tbe 
famous 'Steelstone Suit of Armour' - easy to n;ear, (do not ouasb 
or iron). Steelstone's sbops are also famed for tbe fair prices paid 
for second-band weapons or armour. 



The Bank 

The BarJ^s, owr,ed by 'Coingrabber & Mucbgold' a»ere thought 
noi to sur.;ia;e for very long, but their ne^ "Customer Servvce 

oBbicb an account may be opened and managed for a small 
sum of money, and especially the ne™ credit cards ™hicb are 
accepted by nearly all traders in the to^n, ha^e l^^t^^^'i h« 
surmval of their banks. An adwnturer ^itb a ^ell fUled 
account can go shopping .without a penny in his pocket: the sum 
is just booked from his account. 

The Tavern/ Inn 

There are many small and larger ta'oerns to be found in the 
to^Bns and countryside. Here, an adventurer may stay the mgbt 
and replenish his rations. A tavern is also the place to meet 
other adventurers or companions just waiting for ne^ missions 
and great deeds to be done. 

Tbe Grand Board of Trades 

The leaders of all free trades (including tbe leaders of each 
one of the twelve trades that a character may F^-^t"') '"^^l 
here regularly. Here, a character may gain tbe training ,usttfied 
by his professional level, ne^ languages may be learned, and a 
character may receive tuition in tbe art of magic. 



The Temple of Delwerance 

Experienced healers and priests are gathered in the temple to 
heal, or if all else fails, embalm the charocters that visit here. 
The priests of tbe temple have tbe ponier over the life and 
death of a figure, only the gods moy decide against tbe revival 
of a character. Many say that the temple's name derives from 
tbe priest's highly developed art in relieving those Tubo visit of 
their leallets. 



Wilderness and Dungeons 



be found in tbe wiW. 



forested. 




Wbat is 

Hiror-lllre; /rem b«/falo to deer are found in t.e ,or«.s 
sU, nvercenor, groups zander through tbe forests nowadays 
lairing travellers and traders. Luckily, ta.erns are to be 
Told bere and tbere, affording protection for at least tbe n. bt^ 
[nradvised to loofe for a ta.ern ^ben in countrys^de controlled 
L balits, and plan tbe further journey fronv there. One sbouW 
1 tr, t; reach a ta.ern before sundown as to^n gates and 
Sin' doors are locked and barred after — -^^Z^ 
opened again the next morning. Should it happen, that la U at 
ir you are not let in, the only thing left is to camp outstde. 
?bt iflarly not advisable as one faces many dangers outsvde 

'M!se' dangers range from an attack by roving bandits or 

crepes, to\he danger of a — f . ^^^.J d^^^ Hura^' 
The area of the t^»o counties is not only tnbabtted by Humam 
Z Dwarves and Elves liue here too. Tbere are not only .be 
t.o too^ns of Thyn and Cyldane and the taverns here and there, 
hut also other places Why of visit. An hours -l^Vom Thyn 
tbe Temple of the Dragon's ServanU may be found. A rutned 
asalTL tb Elven Palace is also easily -tthin reach. To enter 
C;"tbe other half of this country, one has to pass t^e b»gh 
S!untai;range called the 'Dragon's taU'. A direct passage through 
the range is the -way through the D^arven mvnes, tbe Kbazad 
MarZ'. The city of Cyldane itself is unusually ^^r,e - r^ar^y 
\Lice the size of Tbyn. Tbe county of Cyldane also contains the 
Moltery Sagacita - a centre of wisdom, on overgrown 
inactive volcano, and tbe ruins of an ancient oracle. 




Wbat is found in tbe dungeons? 

One should ahiiays bear in mind that tbe place in uibicb you 
ore in luas built to deter intruders. Complicated gangicays and 
labyrinths are tbe best example. It is aUeays advisable to sketch 
a map of your progress, i»bich, at an extreme - (a hord of 
Ores is after your skin), may save your life. An ancient myth 
tells of a magical sphere that, uiben looked into, sbo'ius tbe Tuay 
to lost travellers. This object tuas, boiuever, lost in the dark 
passageioays of the Dinar ven mines. Whoever finds it icill never 
have to fret about being lost underground. It is also useful to 



insl,ect the surroundings very carejully. Secret doors and traps 
may be found that onl> a thief may deactvuate successiully. Not 
all doors are locked, hoai;e.,er, but dark secrets ore often matting 
to be disco.;ered behind hea.;ily locked doors. A thief is alo^ays 
usejul in this case, but a strong warrior may also do his part 
breaking it doi^n - but carejUl - injuries may be sustained. 



What can I do in a dungeon? 

When not busy in fighting off opponents, there are a number 
of actions that may be taken to move the group or incur 
events. These are as folloii;s: 

Use item (U) 

Magic potions, scrolls, magic iwands, etc. are activated by 
using this option. Firstly, the character that is to use the object is 
chosen, and then the object to be used is chosen. 

Cast spell (C) 

With this option, the magician plays his role. As above, the 
magician to cast, and then the spell to be cast has to be chosen. 

Forge (F) 

In case of a blacksmith being owith the group, this option 
alloows him to repair the armour or lueapons of another 
character. Again, the character, and then his armour or weapon 
to be repaired has to be chosen. This option is only active if a 
blacksmith is a member of the party, for obvious reasons. 

Rest (R) 

This option is used to highten the morale of a group after 
long, tiring marches etc. Firstly, the duration of rest has to be 
decided upon, and then a character has to be chosen to keep 
Twatch. The character on uwatch iwill not recuperate as weW as the 
other members, and therefore regains no magic-points or hit- 
points. One may also decide not to designate a ouatchman. 



Dismiss (D) 

M order to make room /or a rooming ada;enturer to )om the 
group, it may be necessary to remote a recruited character from 
the party. The expelled character tberv mokes bis ,»ay tbrougb tbe 
wilderness to tbe next ta.ern. In dungeons, only tbose characters 
who ba.«e joined tbe group under way may be expelled. These 
then moke their •u>ay home and not to tbe next ta'uern. 

Lure (L) 

h order to shake off a group of monsters ,»bo are after you 
in tbe dungeons, U may be useful to lay some batt. Through this 
tbe party may gain enough time to escape. Tbe t»ne gavned 
depends upon tbe intelligence of tbe monster, and tbe type of 
bait left. A normal animal wouXd be qutte happy ^ith a scrap or 
more of food, an intelligent monster might stop for some gold 
coin or other. A few rations or a bag of gold may stop monsters 
before U comes to a combat situation, or, at ^orst, sharpen the 
monster's hunger for more. Wbicbe,;er ^ay, toying bovt wtll 
goin time for tbe group to escape. 

Magic ball (M) 

This option is only actia;e if the mythical sphere has been 
found. This makes it possible to follo^u- tbe possoge tbe group bos 
made without sketching, tbe way is outomotically mapped. 

Pick lock (P) 

A thief is needed to open a locked door. Using bis tools, a 
thief is generally able to open almost any locked door, however, 
being a specialist be gi'ues up easily when confronted by 
something extremely difficult. In this case tbe only ^oy left vs to 
breok the door doien. 




options/ Files (O) 



In this menue, there are /unctions that change game 
parameters, sa-ue and open game files. A /ormatted disc is 
needed to sa'ue and reload game files. 



All of the abo'ue functions may also be called up by pressing 
the right mouse button, a menue then appears o-uer the text 
Tuindo'UJ. 

Some functions may ordy be acti-uated from the keyboard : 

Pause (P) 

This stops gameplay for an unlimited amount of tinve, the 
effects of spells and the condition of characters does not change 
in that time. 





IV. Co-nfrontation. 



How does one beba-ue? 

When, on your long journey tbrougb Faergbail Tuttb your 
band of trusty friends, you come across anotber group of 
trustoBortby or not so trustoeortby beings, it doesn't mean that 
you bai;e to instantly pull out tbe balberd and cry: "I'll take tbe 
fi,,e in tbe middle and you go for tbe three on the right and 
Ibe rest well do in later.." or that kind of thing... More often 
than not, you'll be able to bargain ™itb tbe potential opponent. 
Depending on their intelligence, they ■wiW often think about tbe 
risk of attacking a potentially poi^erful group. This lea-ues tbe 
ada;antage to you... Ob'uiously, to make contact oeith them, one 
of tbe group has got to be able to speak their language, and 
ha^ue the needed lea;el of negotiating / parleying ability. Should 
contact be made, tbe foUon)ing options are a'uailable: 

-Trade wares: 

Tra'uelling traders often journey tbrougb the ■u.ilderness in tbe 
hope of meeting tbe odd group or t,»o of ad'uenturers, and then 
try to sell to them the most pttifiilly useless of objects. Quite the 
same can be said of other creatures who. after thevr 
plundcrvrvgs, try to sell off objects that they tbemsetoes ba^ue no 
use of. 

A general •u.arning may be gi'uen to those od'oenturers 
thinking of buying ■u.ares from roi,ing salesmen or other 
individuals, as tbe quality of the apprised ■u^ares is often lo-w. 
and tbe prices higher than that of tbe same kind of rubbish that 
is sold in tooLns. 




-Retreat: 

With this option, tbe group is gi-uen the chance to make it 
quite clear to a bored giant (for example), that ba-uing your 
beads dashed in is not that much fun after all... Tbe group saves 
itself the tiring act of combat, gains no experience points, but tbe 
parleying le-uel of a character may groiu. 



-Recruit: 

Should one come across a group of friendly Diuar-ues or 
crusading feni ghts, this is tbe option to persuade them to join 
your cause for a time. Normally, one luill join your 
companionship until expelled at a later date. 

If the group has Yvot bad tbe lucfe of being able to trade or 
parley owith others, there is another method, apart from combat 
or retreat, and that is - greeting. Many other groups may be 
found on a cause or mission,- these groups iwill also greet you 
bacfe. On tbe other band, a group of aggressirue, brainless 
monsters iwill attack. In this case, tbe 'greeting' /unction is 
ignored, and gameplay resumes as if the 'combat' function was 
decided upon by your group. 





Combat 

Your lucfe has run out on you, the group has tried 
cuery thing, but negotiating and parleying ability njas not 
enough, cuen the hopes of running away — backing down, 
retreating, iwere dashed.. How, all comes doiun to the nitty 
gritty. - Combat: In front of you, a small, massed army of 
skeleton luarriors stands armed to the teeth, laughing - (if they 
could - all undead are dumb), and gloating o-uer their near 
•uictory.. It's high time to njorfe out a fighting strategy for the 
next rourwi.. Each fighting round presents a combat table that 



could look like this: 








1) Arnold 


Kil 


Attacks 


1 


2) Smitty 


Def 


Magic 


1 


3) Casimir 


Ret 


Magic 


2 


4) Aleena 


Def 


Use Object 


1 


5) Tardil 


Att 


Attacks 


1 


6) Tolfin 


Def 


Stalks 


2? 



This combat table shoius the position of each fighter, and the 
position he has taken up -ujithin the fighting grid. An opponent 
'uuill aliyays take up position uuithin the three upper fighting 
le'uels, njhereas a character may take up any position luithin the 
four louuer levels. These four fighting le'uels are named: Killing 
rank. Attacking rank. Defending rank, and Retreating rank. They 
correspond luith the abo-ue table, and are shortened as: "Kil", 
"Att", "Def", "Ret". 

The chances of a character being able to attack luell, or injure 
an opponent badly, depend upon his position iwithin the fighting 
ranks. The nearer one is to an opponent, the easier it is to 
injure him, or be injured. With magical attacks however, the 
opposite is the rule. The further away from the fray a 




magician is, the better he can concentrate. A magician wi\h an 
Ore on his back is not likely to succeed in concentrating on a 
spell. Whereas a spell cast from a distance loses little of its 
power. Depending upon luhich profession a character practices, 
there are se-ueral ad-uantages that improve the options that he / 
she has in combat. Here follon;s a list of actions that may he 
taken during combat: 

- Defend: 

Characters n;ithout the strength or dexterity needed to badly 

injure an opponent may try to a-uoid the n;orse, and by 

defending, block all attacks made on him. Under normal 
circumstances, it is better to try for concentrated self-defence, 

rather than a icild attack, uuhich is still thought (by some) to be' 
the best defence. 

- Attack: 

Includes an attack owith iweapons or, in case of their not being 
a-uailable - fists. Only the first line of an opposing group may 
he attacked, - a warrior cannot fight o-uer the heads of 
opponents to get at their second line. 

- Stalk: 

This kind of attack is the reserved privilege of thieves and 
monks. The character disappears for one combat round, reappears 
behind the opponent's lines and, unobserved, tries to do as much 
damage as possible. The success of this type of combat depends 
highly on the level of dexterity and sneaking talent of a 
character. This kind of attack alloiws any opponent to be 
attacked, not just those in the front line. 




— Use object: 

This option allouys a character to use a magic wand or magic 
njeapon. 

- Cast spell: 

The chosen character uses his magic poiuers to support the 
group. This may include a healing spell for the group or a 
magical attack on the opponents. 

After positioning your group and designating a plan of action 
to each character, combat may begin! For an informati-ue 
fighting round one chooses the 'normal combat' /unction. If onl>' 
interested in the result of a combat round, the function 'quick 
combat' may be chosen. At the end of each combat round, a 
result twill be shoiun, and in case of a ranger being a member 
of the group, a short summary of the opposing group's health uuill 
be presented. 



Quicfe combat 

A long fight ynay be ivring, not just for the characters, but 
also for the player, too. In this case (as often, only the result of 
a fight may he of interest, and not the performance of each 
character) the /unction '(Q)uick combat' may be chosen, instead 
of the normal '(A)ttackl. After a combat round, a table is 
shoiun: 



Name Hp. W A B Attack 



Arnold -3 ® - Failed 

Smitty 0 _ _ _ Succeeded 

Casimir 0 - - ® Succeeded 

Aleena -10 ® - - Failed 

Tardil 0 - ® _ Succeeded 

Tolfin -1 - _ _ Succeeded 

Besides the name of each character, a list of important combat 

information is found, that is not included in the normal character 
table. This information is: 

- Hp. = Hitpoints: Hon; many hit points has a character lost 
in this round? 



- W = Weapon damage: Has a character's iweapon been 
damaged in this rounds When yes, a '^' is displayed, otherouise 
a is shon;n. 

- A = Armour damage: Has an enemy missed owhilst trying to 
injure a character and instead damaged his armour? Yes = '^' , 
No = 



- B = BoTtus points: Has a character proved himself iworthy in 
battle of a bonus for a special talent? Yes = No = 

- Attack: Has a character succeeded in attacking and injuring 
the enemy, or has he failed? 

Other information, on armour quality, health etc., of each 
character may be found in the normal character table. 



After combat 

Has the group sur-ui-ued the fight or just fled from the 
fighting, a quick summary in table form is presented, shoouing 
the complete results of a cor^ontation, the gains and losses 
made, health and experience of a group. The table may look like 
this: 



Name 


Gld. 


Rt 


Exp. 


Hp. 


Arnold 


116 


6 


67 


0 


Smitty 


80 


5 


14 


0 


Casimtr 


54 


5 


0 


0 


Aleena 


75 


6 


0 


-12 


Tardil 


103 


5 


12 


-2 


Tolfin 


12 


5 


15 


-2 



These 'ualues are as folloiws: 

- Gld. = Gold: How much gold Twas plundered during combat? 

This -ualue may not be the actual amount of gold 
that could ha'ue been gained, i.e - does not depend 




on ho-uu many opponents a character has slain, but 
is the amount of gold that a character could carry 
from the fray. 



Rt - Rations: Some opponents, like deer or iwild boar are, 
when slain, a good source of rations. Ores 
however, are not my taste yuk! 

Exp. = Experience points: Depending upon how many 
adversaries a character has ir^red, experience 
points are gi-uen for each round T«on. Magicians 
also receive experience points, but on a different 
system: They gain experience for each well cast 
spell. 




Hp. = Hit points: Normally the same value as shoiun in the 
quick combat table. Here is the end result of lost 
hit points after combat. 





An o'uer'uie'u; 

Magic is the invokaiion and usage of supernatural forces. 
There are two kinds of magic: One feind is iwhite magic,- the 
consistent use of constructive magic for example - healing , etc. 
The second feind is blacfe magic; the concentration of destructixpe 
forces or energies and their usage. For example: Fire, lightning, 
etc. 

Members of the magic-using professions are, because of their 
high intelligence, often fouYid as adojisors in the courts of the 
mighty Lords of the land. In battle, they are the brilliant 
strategists, brooding in the rear lines. 

Another possible use of magic is the art of clerics and 
healers, and their way of using these supernatural forces: They 
recei-ue their spells directly from the gods: These spells are not 
quite as complicated as those of magicians and, because of their 
healing or consiructioje nature, may not be as poiwerful in battle 
as the destructive forces used by magicians. The spells of healers 
and clerics are more useful in healing and helping characters 
after combat. 

Magic - How to use it 

Magic is a force that is difficult to use, and difficult to 
control. The use of it needs absolute concentration. The ability 
to concentrate is shown by the number of magic points that a 
magician has. A magician has a quantum of coiocentrating ability 
per day, uuhich becomes smaller after each spell cast. The 
reduction in the number of magic-points is not so much 
depender}t upon luhich feind of spell is cast, but on the number 
of spells that are cast. 
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There is a limit hoiue-uer: Depending upon the mightiness of a 
spell, a certain number of the same feind of spell may be cast 
per day. I.e. - a simple "Light" spell may be cast four times in 
xny one day, where as a spell of "Healing", that can heal a 
-jyhole group of adventurers, may only be cast once per day. 
Each of these spells cost only one magic-point. 

The ability to concentrate (magic-points) does not regenerate 
(as on other luorlds) through sunlight, or luhatever, but may 
only be regained by resting. Just as a 'normal' iwarrior awould 
need to recover, a rest, or a good night's sleep does njonders to 
a magician too. 




Magic spells 

A list of all magic spells that may be used hy the magic- 
using character classes is sbooun and described here, using the 
/"oUoiwing key: 

Name of spell Ho-uu often Target. 

- Description - 

Tbe "Name" of a spell is the type of spell and its description 
recorded in the great Book of Spells'. 

"Ho-u; often?" describes tbe maximum rwmher of times that 
this spell may be cast in one day. 

"Target" sboius the primary area of force of this spell, aimed 
at by the magician or magic user. This area may be one of the 
folloii?ing: 

Companions. 

A companion. 

Enemy group. 

All enemies. 

An enemy. 



Tbe Magician's spells: 



Buxming hands 08 An enemy. 

This spell conjures up a flaming hand that appears in the 
midst of an opposing group and attacks a member of that 
group. The damage caused by this flaming hand is more often 
than not, not very great. 

Bringer of Light 04 

This spell creates a source of light for an unfenoicn length of 
time. Under normal circumstances, this spell produces light for 
about the same length of time that a common or garden torch 
ivould do. 




Magic ArroiD 07 An enemy. 

This spell produces an arroiw of anti-matter that cannot miss 
its target. The damage caused by this arroou directly depends 
upon the experience or poiwer of the magician using it. 



Shield I 05 Companions. 

Produces an in-uisible shield around the companion, protecting 
him from opposing magic and impro-uing his armour class. 

Word of Sleep 06 Enemy group. 

This spell casts the enemy group into a deep sleep, rendering 
them defenceless. 

Shocking grasp 06 An enemy. 

To use this spell effecti-uely, the magician must be in 
contact to his enemy. When touched, the enemy sustains injury 
/ damage by electric energy being passed through him from the 
magician. 
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Permanent Light 02 - - - 

With this spell, one chosen object may be loaded n;ith the light 
energy of many torches,- this saves carrying them. This 
magicall;y loaded object ouill then produce the average 
candlepouuer of a torch for a long time, in fact - forever. 

Ftreiworfes 05 Enemy group. 

The use of this spell creates a series of small explosions 
amidst the ranks of the enemy group. These not only injure, but 
also blind the enemy for a short length of time. 




Magic Net 06 An enemy. 

A magic net is a nigh invisible net that coT^ines an opponent 
and his combat actions, reducing his fighting ability. 

Words of Weakening 08 All enemies. 

With the use of these Words of Weakness', an enemy group 
uuill be bodily uueakened. - Their attacks are not as devastating 
as they should be. The enemy group does not, hoowever, sustain 
injuries as a direct effect of this spell. 

Lightning bolt 05 An enemy. 

The magician invokes the 'Power of Nature' and calls upon 
'Lightning', uuhich he then directs, according to his ability, at an 
opponent. 



Invisibility 04 Companion. 

The magician creates a sphere around the person of his 
choice, this sphere diverts nearly all of those light-rays on a 
course toTwards this person, and so avoid a reflection. This spell 
has, hoiBever, not quite reached perfection. In some way or 
other, one is still visible to those luatch/ul.. 




Fireball 05 Enemy group. 

The magic user concentrates, and creates a fireball of intense 
energy amidst an opposing group. The explosion of luhich causes 
great damage it injures and burns the enemy badly. 

Ray of fire 05 All enemies. 

This spell produces a ball of hot energy that the magician 
may aim and 'fire' at wiW. The heat from an attack like this 
causes bad burns and heavy damage to an opponent. 

Fading 06 Companions. 

This spell creates a f limmering vision of the group being able 
to rush here and there in combat, thus making it difficult for 
the enemy to decide on an effective line of attack. 

Haste 05 Companions. 

The magician creates a spell that enables the companions to 
Tnove tiwice as fast as normal. The only disadvantage of this 
spell being, - the companions age twice as fast as normal... 

Paralyze 05 All enemies. 

This spell is quite like the spell of sleep, the opponent is not 
able to move. This spell normally lasts longer than that of sleep. 



Shield II 04 Companions. 

This magic formula is much the same as 'Shield I', but is just 
that much stronger.. 

Slouu 05 Enemy group. 

This spell is the opposite of the spell of quickness, hoawever, 
the enemy is sloTJued down, and therefore does not age as quickly 
as the group. 
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Blizzard 05 Enemy group. 

With this spell, the magician calls on the forces of nature, 
creating a blizzard that reduces the enemy's ability to attack and 
defend, and, because of the extreme cold, it reduces their life- 
energy. 

Flame Shield 04 Companions. 

This spell creates a burning shield, protecting the magician 
and the group from the enemy. This shield consists of fire and 
anti-matter, and should deter intelligent creatures... 




Word of Fear 04 All enemies. 

This spell creates terror in the minds of the enemy. 
adversaries lose all courage and flee in panic. 
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Word of altering 04 Enemy group. 

This spell can change a creature into another life- form. Quite 
useful in turning a dragon into a frog for example, but beoware: 
It is said that this spell does not ali^ays function properly,- and 
that a relatiojely harmless bat has been turned into a (relatively?) 
harmless mountain troll... 



Word of covfusion 04 Enemy group. 

The minds of the enemy are filled luith a magical confusion, 

so that they cannot define friend or foe, and attack anything 
•Luithin their ranks. 

Summon Elemental 01 - _ _ 

The recitation of this spell invokes a being from another 
dimension. There are four Elementals: Earth, Wind, Fire, and 
Water. After invoking, one of the Elemental Spirits uyill fight 
alongside the group. Outing to their god- like qualities, they are 
powerful helpers when needed. 





Icy ray 03 An enemy. 

The effects of this spell are much the same as those of the 
Ray of fire', the only difference being that the opponent's 
movements are sloDued doiwn due to the cold. 

Petily 03 An enemy. 

Unless averted, or avoided under extremely lucky 
circumstances - the target of this spell iwill be turned to stone 
forever. The only possibility of being brought back to 'life' is 
through the use of advanced healing magic. 



Death clouds 03 All enemies. 

This formula creates a poisonous cloud luithin luhich all 
creatures that breath oxygen are poisoned. A magician should try 
to avoid being caught up in the spell of his own creation... 

Disintegrate 03 An enemy. 

This spell attacks the basics of all 'being'. The target of this 
spell suffers the loss of all energy - all atoms separate,- the 
target disintegrates. Forever. 



Word of death 02 All enemies. 

This spell enables a magician to stop the biological functions 
of any enemy, until death... This spell is highly effective, but 
uniwillingly used by all magicians of principle and those 
magicians that practise the 'Grand Board of Magicians Codices'. 



Mindshock 03 All enemies. 

This spell of 'brain stroke' incurs a kind of cerebral apoplexy 
to the enemy. This kind of attack normally kills.. There are 
some species honjever, that can survive such an attack,- this 
often proves their someiwhat loouer intelligence... 




Magic Shield 03 Compamons . 

A magical shield concentrates the air around the group, an 
indi'uidual member cannot be en'uisaged exactly, and missiles, 
arroiLS, etc., are slotted douyn on entering this shield, causing 
less damage. 



The Illusionist's spells: 



Acid Ray 08 An enemy. 

After reciting this spell, the illusionist is able to produce a jet 
of acid from his fingertips, aimed at the target of his mental 
concentration. The resvtlt of this action is rarely lethal to the 
opponent, but can badly damage the appearance of an opponent. 

Colour rays 07 An enemy. 

Depending upon the colour of the beam sent, an opponent 
sustains bodily damage and / or damage to sight, hearing, or 
sense of touch. 




Haste 06 Companions. 

This spell is poiuerful, but can be dangerous to the noagician 
usng it. The magician creates a zone in luhich time runs tiwice 
as fast, and the actions of those under this spell also move 
ttwice as fast. Those iwithin this zone, including the magician 
also age twice as quick as normal, the reason for 'ijuhich 
magicians do not like using this spell as their li'ues are often 
short enough. 



Magic Lantern 08 — — — 

The illusionist creates a small flame that cannot be bloiun out 
or extinguished, unless by magic. 

Mud 05 All enemies. 

One effective way of stopping an enemy is to "pull the 
carpet" from under his feet. This spell creates a sauamp around 
the enemies, making it impossible for them to stand up and 
attack . 




Pbantom Armour 06 Compamons. 

The phantom armour is an effective protection for a comrade. 
A magical suit of plate armour is created around the figure of 
the magician's choice. This suit of armour absorbs all attacking 
energy, transporting the energy into another dimension. Most 
attacles are useless against this armour, but still, a degree of 
caution is still ad-uisable when ouearing this armour. 




Magic Map 04 — — — 

There are still no automatic cartographing machines in the 
njorld of Faerghail, and sketching and mapping is therefore 
quite a laborious pastime. An ingenious magician by the name 
of Kiwich Zbrglzife decided to put an end to this by tworfeing out 
this spell, very much to the disappointment of dungeon 
architects. A legend tells of Kiwich Zbrglzife being lynched by an 
angry mob of builders. 



Open Locks 03 

This spell uuas also in'uented by the famous Kiwich Zbrglzife, 
who at the time was angered by the demands of a thief for 
opening doors and disposing of all traps on the way to the room 
that Kiuich iwanted to enter. This spell enables the illusionist to 
open nearly all barred or locked doors. 



Blind 04 Enemy group. 

This spell does not injure an enemy, but that is not the aim 
of this formula. It may honje-uer, discourage an enemy from 
attacking, by blinding him for a short length of time. 

Smoke Cloud 05 All enemies. 

This formula creates a cloud of smoke that smothers the 
enemy, blinding and choking them. 





Disarm traps 03 

This spell disables an already detected trap uuithout 
damage . 
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Farsightednes 05 - - - 

This formula enables the illusionist to foresee an attack, 
gi-uing himself and the group enough time to prepare for combat. 



Lightning 05 An ememy. 

The magician in-uokes the forces of nature and creates a 
powerful fork of lightning. 

In-uisibility 04 Companions. 

hvuisibility is not to be taken too light-heartedly.- The enemy 
can't see you but neither can a friendly archer, lohich can cause 
quite serious damage. This kind of situation also caused the 
death of the inventor of this spell. 

Ray II 04 An enemy. 

This spell is the same as 'Ray T, but much stronger. 

Entanglement 04 Enemy group. 

This spell creates inojisible force fields around the enemy that 
entangle' them as if they njere tied up. 

Polymorph 04 Enemy group. 

On recital, this formula changes, (for example) a terrifying 

ogre into a harmless (?) rattlesnake. This spell does not luork on 

all creatures, dragons seem to be immune to this kind of magic. 




Surprise 06 All enemies. 

This spell creates an unexpected vision in the minds of the 
enemy. This surprise -uision makes an enemy either attack one 
of his own group or renders him useless. 




Phantom Shield 04 Companions. 

This is quite like the magic shield used by magicians, 
not afford siich intense protection however, and is 
against a magical attack. 
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Flame fist 04 An enemy. 

With use of this arcane formula, the illusionist creates a 
flaming fist iwith iwhich he may attack the enemy. To use this, 
the illusionist has to thron; a punch at an enemy. This hoiue-uer, 
is not like hand-to-hand combat, but is best explained as a 
mixture of shadonj boxing and trying to break doors in by 
rwnmng backiwards. 

Heart attack 04 An enemy. 

This spell is easy to explain and is of terrible pouuer. The 
heart of on enemy is just stopped, for a chosen length of time. 
Normally no-one sur-uiTjes an attack like this except Si-ulanic 
Kobuk Lizards iwhose hearts are found at the end of their 
incredibly long tails, but that's another story... 



Sloiw donjn 04 All enemies. 

The illusionist creates a different time-sphere around a target 
of his choice (generally an enemy). Within this sphere, time is 
slowed doiwn, and the group may attack the slooued down enemy 
twice in any ro}A,nd. 
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Rainbon) trues 03 Enemy group. 

An appearance, quite like a rainboiu may be obser-ued after 
the recital of this spell. Each of it's colours brings a lethal dose 
of magic down on the enemy. Inconsistent in its effects, all 
scientific observation conclude that this spell is only constant in its 
own inconsistency. 

Phantom 01 Companions. 

The illusionist creates a phantom that, because of its 
aggressiveness, dran?s all enemy attacks tonjards it. The phantom 
is, houuever only a shadon;. 

Sunlight 03 Enemy group. 

A magical source of light is created that has the power of 
sunlight. This source may be moved by the illusionist, blinding 
and burning an enemy and deterring all creatures that avoid the 
light of day, - undead, etc. 

Phantom prison 03 Enemy group. 

A phantom cage is created that may be placed around a 
companion or a iwhole group, affording almost complete 
protection. The only disadvantage of this spell is that the so 
protected persons are not able to act as they might Duant to. 





The Druid's spells: 



Glow 10 An enemy. 

The recital of this spell causes the outlines of an enemy to 
glow, enabling the group to hit more effectively. 

Enchant Weapon 08 A companion. 

With this, the druid is able to enchant the iweapon of a 

companion, so that, (for example) a falling leaf luoiild be cut in 
tiijo by it. 

Animal friendship 08 All enemies. 

This spell alloius the druid to make friends with all awild 
animals, i.e luol-ues, etc. 

Firetrap 06 An enemy. 

The original use of this spell was to protect an object or 
persons. Mo'uement acti-uates this trap. Noiwadays, this spell has 
been modified, so that the druid is able to direct this trap at a 
target of his choice, and acti'uate it immediately. 

Healing I 06 A companion. 

This spell is identical to the 'Healing I' spell of clerics, this is 
because some clerical spells ha'ue been adopted by druids, only 
the formulas ha-ue been adapted for druidic use. 

Friendship 06 An enemy. 

Just the same as the spell 'Friendship uuith Animals', only this 
spell includes friendship with humanoid species. 



Wooden skin 05 A companion. 

The sfein of this spell's target takes on a tree- like complexion 
and thickness. - Useful in combat. Most impressing and 
fascinating is the speed at iwhich the target's wounds and injuries 
heal. 

Remove traps 04 

Anyone can deactivate a trap by rwrvning into it, not all can 
dispose of a trap by the use of magic. 




Flicker 05 Companions. 

This spell places the group inside a flickering kind of shield. 
The enemy cannot focus on them, but the attacking strength and 
damage caused is reduced. 

Summon Insects 05 All enemies. 

Quite like the 'Sn;arm of Hornets' spell, used by clerics, this 
spell summons a siwarm of inects, the blood- sucking, biting, and 
stinging effects of iwhich are devastating to any opponent. 

Thunderbolt I 04 An enemy. 

This spell invokes the forces of nature and damages the 
enemy. 



Thunderbolt II 04 All enemies. 

The same as above, this spell causes greater damage. 

Woodkeepcr 01 

A Woodkeeper is summoned that uses all his pouyers in 
supporting the group. A formidable ally... 





Cyclone 04 All enemies. 

The ability to create, and direct a cyclone of -uariable size 
has always been a dream of all mankind, uuell, here it is, but 
only for druids. Ob, by the way, it causes great damage to an 
opponent. 

Healing II 05 A companion. 

This spell is identical to the 'Healing 11' spell of clerics. 
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Summon Elemental 01 _ _ _ 

This spell is identical to the 'Conjure Elemental' spell of 
magicians. 

Fiery aerdite 04 Enemy group. 

Tbis spell creates a storm of comets that the druid may direct 

at icill. The chances of a creature sur-ui-uing an attack like this 
are practically none. 

Imbecility 05 All enemies. 

Should this attack succeed, the target's brain is reduced to the 
size of a pea. 



Sandstorm 03 Enemy group. 

This spell is also self-explanatory. The opponent is not just 
occupied in trying to see or breathe, but also can hardly defend 
himself. 




Death Ray 03 An enemy. 

A death ray is a combination of anti-matter, force- fields 
and Elemental poii^ers. These combined forces create a sphere of 
destruction that no lining creature can sur-uiue. This spell has a 
disad-uontage, that being that it is extremely difficult to control 
and aim... 



The Cleric's spells: 



Healing I 10 A companion. 

This is one of the most used spells in the iworld of Faerghail. 
It may cure lesser illnesses, light luounds, etc. It cannot, hoiwe-uer 
cure those suffering heai;y injuries. 



Light 08 

This spell is much like the 'Bringer of light', used by 
magicians. 



Fearcuil 08 — - - 

With this, the cleric creates a protecti-ue aura, that dilutes all 
cuil force iwith good. Protecting him from an attacking evil 
creature. 

Bless 07 Companions. 

A cleric may bless the group, impromng the group's fighting 
morale - the group hits harder. 

Fear 08 All enemies. 

This spell is highly effecti-ue luhen used against the creatures 
of darkness. The positix)e poiuers of this spell are detected by all 
undead in the -uicinity, and causes them to flee. 
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Mental hammer 06 An enemy. 

This spell enables the cleric to concentrate his powers and 
project them into the mind of an enemy. This po'u;er is then let 
loose in the enemy's mind and iworfes quite like a hit on the head 
from a hammer, therefore the name of this spell. 

Singing 06 Companions. 

This spell is quite the same as the 'Blessing', the only 
difference being that the enemy's fighting morale is reduced. 

Bindpersons 06 Enemy group. 

Quite like the illusionist's 'Entanglement', this spell compresses 
the air around an enemy, restricting their mo-uement ability. 

Silence 10 All enemies. 

A sphere of silence may stop the recitations of an enemy 
magician. Very effecti'ue against a groxAp composing of more than 
one magician. 




Relihel poison 08 A companion. 

This spell may cure a companion from poisoning of a 
kind, or reduce the effects of heaa;y poisoning. 
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Prayer 05 Companions. 

A prayer cannot aliways work wonders, but at the right time, 
to the right god, it may be of immense help, supporting the 
group in their cause. Hoiwe-uer, if a cleric has fallen in fault of 
the god of his Order, and a prayer is directed at that 
particular god, it can happen that this god i»ill appear in 
person, and tell the cleric njhat he thinks of him! 




Remo'ue Curse 01 Companion. 

Curses are aliways quite unnerving things; running around iwith 
a pig's head instead of one's o'uyn, or needing to eat three times 
as many rations as normal, is not much fun.. An 
ingenious cleric has found a fantastic formula against 
this kind of thing, - and it oworks! 



Healing II 05 A companion. 

The same as 'Healing T, just that much stronger. Can 
be used to cure someiwhat hea-uier ir^uries. 

Flame punch 05 Enemy group. 

This hand of fire from the elemental dimension may 
be used by the cleric like his own hand. The effect of 
a punch, or hit from this fiery hand is, hoiwe-uer, 
dex^astating... 



Insect suyarm 04 All enemies. 

On using this spell, a cleric calls on those forces 
normally reser-ued for druids: He conjures a siuarm of 
hornets that he may direct and use at ujill. 
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Annitrilate Euil 04 An enemy. 

This spell is a near relative of the spell 'Flax Undead', 
however, the 'Deter' spell -works at a wide angle, lubereas this 
spell concentrates its poauers at one object and destroys... The 
effects of this are left to your own imagination. Ad-uice: Not to 
be used by children, or adolescents, and definitely not by clerics 
njith a ner vows stomach. 

Bladeowall 04 An enemy. 

With this spell, the cleric creates a waii infested uuith rotating 
feni-ues, n?hich he may direct at a target of his choice. The effects 
are quite lifee those we may obser-ue today in a kitchen mixer... 

Summon Warrior 01 _ - _ 

By use of this spell, a fighter of the same alignment as the 
cleric appears, and supports the group, and how he supports 
them,- he is a formidable fighter.. 

Earthquake 03 All enemies. 

This spell is easily explained,- an earthquake is conjured, the 
earth shakes^ and snjalloiLS up the enemy. But be iwarned; one 
or tiBO clerics at least ha-ue been killed by their own magically 
created earthquakes. 

Protection 03 Companions. 

This spell of protection is nearly the same as the 'Phantom 
Cage' spell used by the illusionists. It does not, hoTwe-uer, protect 
the group from magical attacks. 



Tbe Healer's spells: 

Foreuoord: 

Many of the healer's spells in this list are explained by 
examining the spells of the same name in the other magic user's 
lists. The reason for the spells often being identical is because 
the 'Order of Trykeners' (all female, and -uery peaceful), was 
founded much later, and adopted many magic formulas from 
other magic users, adapting the spells to suit their ouun magic 
language . 

Cure light Wounds 10 A companion. 

This spell is identical to the 'Healing I' spell of clerics. 

Singing 06 Companions . 

Quite like the spell of 'Blessing', this spell impro-ues the 
group's fighting morale, iwhilst reducing that of the enemy. 

Shield 06 A companion. 

One of the universal spells used by all magic users, it's effects 
are that of the magician's 'shield' spell. 




Stun 07 Enemy group. 

This spell enables the healer to lame the ner-uous system of an 
opponent. This does not attack all organs of an opponent but at 
least reduces his fighting power drastically. 

Cureserious iwounds 06 A companion. 

This spell is identical to that of the clerics. 

Light 10 

This spell is identical to the 'Light' spell used by magicians. 





Bless 06 Companions. 

This spell is the same as the clerical 'Blessing'. 




Cure Blindness 01 A companion. 

The healer uses her pou;ers to heal a blind companion. 

Blindness, wheiher caused by magical or by physical force, can 

be healed ouith the use of this spell. 

Healing III 04 A companion. 
This spell heals e-uen the most heavy 'uyounds, and all lethal 
illnesses. 



Cure Poison 01 A companion. 

With this mixture of prayer and recitation, a healer can cure 
a companion of almost all kinds of poisoning. This spell, 
hoiwe'uer, is very tiring for the healer. 

Refresh 03 A companion. 

After using this spell, the target is not only rested but has 
gained all constitution, and can rejoin the fray. 



Cure Illness 01 A companion. 

This spell does heal iDounds, but cures the patient of 



sickness. 



Shelter 03 Companions. 

This spell creates a kind of shelter for the companions, 
enabling them to take a short breath during hard fighting, to 
care for the iwounded and strengthen those still able to fight. II 
is not possible to attack an opponent iwithout lea-uing this place of 
relati-ue safety. 
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Threaten 04 All enemies. 

This spell is quite like the 'Words of Fear' used by magicians. 



Dispell Undeod 05 All enemies. 

This spell is identical to the spell used by clerics. 

Remooje Curse 02 A companion. 

This spell is identical to the spell used by clerics. 

Restoration 01 Companions. 

This spell is probably the most powerfvd of all used by 
healers. It heals all ouounds and cures all sickness. It does, 
hoiue'uer, need all the healer's concentration and poiwers, so that 
she is not able to e-uen mo-ue after reciting it. 

Magic Cage 01 A companion. 

This spell produces the ultimate defensi'ue iweapon, quite like 
the 'Kefuge , but affords protection e-uen against a magical 
attack. 



The Blacfesmitb's spells: 

Disrapt 04 All enemies. 

With this spell, the blacksmith is able to create a horrendous 
din, disturbing an enemy magician in concentrating on a spell. 
There is tell, however, of a blacksmith torturing his anvil to a 
such degree that his owhole group was deafened for life. 

Dismay 04 Enemy group. 

This spell also uses sound and vibration: The opponent is put 
under stress by the din created, and runs away in panic. 





Eticbant Weapon 03 A companion. 

The blacksmith uses this spell to concentrate bis ponjers of 
metal-njorfe to sucb a degree tbat an opponent belicues tbat the 
so-created iweapon is magically sharpened and all-pouuer/ul. 

Encbant Armour 03 A companion. 

Tbe same as 'Magic Weapon', just tbat tbe armour produced 
bas tbe same qualities. 

Crystal Ball 02 Companions. 

Tbe use of tbis spell enables tbe blacksmith to map a 
complete cellar or dungeon Icuel, e-uen ouitbout a crystal ball. 
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Quake 03 Enemy group. 

Using tbis spell, tbe blacksmith creates a series of rhythmical, 
poouerful hammerings that make tbe earth shudder, damaging 
tbe structure of bis target. The effectioje use of tbis spell can 
uoell produce a small earthquake in iwhicb tbe enemy is 
soualloived or destroyed. 

Paralyse 03 Enemy group. 

This mixture of rhythmic hammering on tbe aw;il and 
recitation, create a din of high -uibrations that reverberate 
around the target's ears: This lames their ner-uous system and 
renders them near defenceless. 



Vibration 02 All enemies. 

Tbis spell is quite like the 'Paralyse' spell, the damage caused 
is, however, much greater and longer lasting, and may result in 
permanent disablement and deafness. 
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Iron Sparks 02 Enemy group. 

The recital of this spell increases tbe poiuer of hammer 

strokes on tbe anvil, and leads to a sbo-wer of hurmng sparks 

directed at the enemy. 



Titan Fist 01 Companions. 

Tbe 'Titanic Fist' is the most poiwerful of all known magic 
spells. Tbe use of this spell can destroy all iwalls and demolish 
all stone structures that 'u;ould normally be unconquerable. Tbe 
material aspects of this spell (if used by a demolition company) 
have not been recorded, and shall not be gone into... 




VI. Loading and starting. 




AMIGA 

Place the "Legend of Faerghail" disc 'O' in the internal 
f loppy-dri-ue. Press CTRL and both Amiga keys - (RESET). 
After a short time, an introductory sequence njill appear. - (Can 
be ignored by holding doiwn the left mouse-button). The Amiga 
Workbench uoill then appear. Click tirice on the "Legend of 
Faerghail" disc symbol. A luindoiK displaying the "Legend of 
Faerghail" program symbol will then appear , click tirice on this 
symbol. The program is then loaded and starts. 

ATARI ST 

Place the "Legend of Faerghail" disc 'l' in the internal f loppy- 
dri-ue and press the reset button. The program loads 
automatically. 

IBM and compatible. 

This program has to be started from the DOS Command 
level. Place the "Legend of Faerghail", disc 'l' in drive A. Type 
in ' A: ' , to activate drive A, then type in "START". The 
program irill then load automatically. 

If the program hasn't been iastalled yet, this will be done. 
Please follov; the instructions given from the program. 

!I! Should any of the supplied discs malfunction, please return 
them to your supplier, or place of purchase. 

If not exchanged, or reimbursed, then send this game package 

to: 

Rushiware GmbH. Kaarst. 





a) Character study 

Here is a numerical list 0/ all characters. Ad-uice: Those 
characters less likely to gain experience points in combat should 
be placed at the top. 

Using the left mouse biitton, click on a character button, a 
graphic and an overview of that character ii>iU then be shown. 
To exit this screen press the right mouse button. 



b) Graphic iwindoir 

This is the -uisual link to the iworld of Faerghail. 
and gaming area are shonyn here. 



c) Text ii;indoiu 

When in somen^hat stranger circumstances, additional. 




Graphics 




important ir^ormation is shoit?n here. This ir^ormation is 
even when actions are being carried out by the player. 




d) General iriformation screen 

This screen shoius the name 0/ the actual place 0/ play, 

movement direction, time of day, morale 0/ the group, and the 

number of rations left. When in combat, this screen ser'ues as a 

combat overview: A view of the battle from abo-ue is shoi^n, 
and the owners of a RAM-upgrade are shomn an animated 
combat seqvtence. 



Character data 

a) Name of character 

b) Character's number 

c) Profession 

d) Constitution 

e) Armour protection (in %) 

f) Hit points (in %) 

g) A'uailable spells (in %) 





Character displa)/ 





A character's current data is shoiDn in the character displa>' 
that shall be explained here. This summary is divided into 
se-ueral pages of iir^ormation. Page one may look like this: 



Elgra: Laiuful-good 


HealerHuman 


Rnfe 18 Hitpoints 


0096/ 0099 


Magic points 


0025/ 0025 


Str 14 




Con 19 Health 


Healthy 


Dex 19 Experience 


00000067898 


Int 10 




Wis 19 Weight 


0059/ 0490 


(E)xchange gold/rations 




(N)ext page 




(C)ontimte 





The first line shonjs the name, alignment, sex and profession 
of a character. Our example ob-uiously presents a lanj/ul-good 
healer of the female sex. 

The character attributes are shoiun on the left-hand side of 
this display. These are: 

Rnfe Experience le-uel 

Str Strength 
Con Health 
Dex Dexterity 
Int Intelligence 
Wis Wisdom 





Last, but not least, the actual and maximum -ualues for Hit- 
points, magic, points and load. 'Experience' shoius the number of 
experience points. 'Constitiition' shoiws the actual health of the 
character (healthy, poisoned, etc) 

The next page ir^ormation is shoiun after pressing (N)ext, or 
clicking on the appropriate page line. Page tuuo presents an o-uer- 
view of those objects, artifacts, gold and rations carried by the 
character. 

Page tii;o chould look like this: 



Elgra: 


Load: 


0059/ 0490 


Rations : 


14 Gold: 


0008 Gp 


1 E 


Robe 94% 


81 lb 


2 E 


Staff 98% 


51 lb 


3 


Spellbook 100% 


61 lb 


4 + 


Crystalsnjord 100% 


12 lb 


5 + 

6 
7 


Inquisitor 100% 


6 lb 


8 

(E)xchange gold/ rations 




(N)ext page 






(C)ontinue 







After the name of the character, the actual and maximum 
load carried is shown along n;ith the number of rations and the 
amount of gold carried. Underneath, a list of objects that the 
character has on his person is shonjn. Should this list be longer 
than that shooun on the screen, tiuo arroaus are shoii?n alongside, 
enabling the user to scroll up and down. 




Apart from the name of the object, other ir^ormation is 
shoiwn, for instance, - if the object is in use, or njorn by the 
character an 'E' is shown, if an object cannot be used by the 
character a is shown, folloiwed by the condition of the object 
(80%, 90%, 100%, etc.) and the iweight (51 lb, 81 lb, etc.) Our 
example shoitjs that the robe is worn by Elgra ('£'), that it is in 
good condition (94%), and that it ^weights 81 lb. 

Objects may be luorn, discarded, or gi-uen to other characters 
by clicking on the object or pressing its number. A menu will 
then be shoown alloiiping the discarding or exchange of objects. 

The next page of character information is especially important 
for those magic— using professions. Important: Page 3 is not shon;n 
for characters that cannot use magic. A list of magic spells is 
shoicn, and information on hoii; often a particular spell may be 
used. 



Elgar: 

Magic: 21/25 
1 
2 
3 
4 
5 
6 
7 
8 

(E)xchange gold/ rations 
(N)ext page 
(C)ontinue 



Heal light iwounds 
Sing 


10 
6 


/ 
/ 


10 
6 


Shield 


6 


/ 


6 


Lame 


7 


/ 


7 


Heal hea'uy uuounds 


6 


/ 


6 


Light 


6 


/ 


10 


Bless 


6 


/ 


6 


Cure blindness 


1 


/ 


1 




'Magic' shoiDS the number of magic spells that may still be 
used, and the maximum number of spells per day. Elgra has 
already used four spells, she may use another 21. 

A list of spells folloius, scrolling is also possible should the list 
be too long. The numbers after each spell shoiw hoii; often the 
spell may be used per day. 

The Light' spell has been used by Elgra four times this day. 




The next page (page 4) sboiws iT^ormation on the special 
abilities of a character. Elgra's table looks like tbi?? 



Elgra: 




Parley/ Negotiate 


10% 


Attack 


5% 


Defend 


6% 


Concentrate 


88% 


Pick-pocket 


34% 


Sneak/ Creep 


34% 


Trap finding 


39% 


Trap disposal 


39% 


Open doors 


34% 


(E)xcbange gold/ rations 




(N)ext page 




(C)ontinue 





After eacb special ability, a ualue is sboown informing the 
player of the actual ability of that character, — Elgra's 88% for 
concentrating ability is a typical -ualue for a magic-using 
character. 



The last page of information (page 5) shoiws a list of 
languages that a character can speak: 



Common language 
Animal language 
Ore tongue 

Troglodyte/ lizard language 
Duuarf language 
El'uen language 
Dark language 
Magic language 




(E)xchange gold/ rations 
(N)ext page 
(C)ontiTiue 




The name of each language spoken by the character is listed. 
Languages that a character does not speak are not listed. 




VIII. operating instructions. 




Sa^uing and loading a game 

Is the program loaded, enter the tavern and clicfe on "(D)ata 
load"; type in the name and directory of the game to be sailed / 
loaded, and press RETURN. If in uuilderness or dungeons, click 
the right mouse button in the text njindon;, the mouse menue is 
then shoiwn, then click on the menue function "File options". This 
function is also found by using the keyboard - just press "O". It 
is ad^uisable to periodically sa'ue your game, a'uoiding system fall 
outs etc. 

Additional user-aid programs 

For some computer systems there are additional aid programs 
supplied with this package. 

a) Format 

Formats a disc for game sa'ues, in the standard format of your 
computer system. The disc is gi-uen the name looked for by the 
main program. 

b) InstHD 

Some -uersions are allooued to be installed on your hard disc. 
These are the IBM, Amiga, and Atari ST -uersions. To install, run 
the program "InstHD" from the game disc . The game must be 
used in a main directory, second- le'uel directories are not 
alloTued! All other information needed is called for by the 
program. 
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Only for Amiga: 





After installing, the program wilt ask if it should modify the 
Command file for starting your hard disc. ShoiUd you choose "Y" 
es , the command file is modified, adding on three lines of text. 
The "Legend of Faerghail" is then directly started by clicking on 
the game icon iwhen the hard disc is ready. 

Transfer 

This program n?as luritten to enable the user to transfer a 
well loved character from another role playing game. This 
program transfers characters from the follouying games: 
Phantasie I © SSI 
Phantasie III © SSI 

Bard's Tale I Tales of the Unknown © Interplay 
Bard's Tale II The Destiny Knight © Productions / Electronic 
Arts. 

After starting this program, it wilt ask for the origin of the 
desired character to be transfered. Place the desired game/ 
character disc in the dri-ue. The character data is then con-uerted. 
The program ouill then ask if this character should be taken o-uer 
into "The Legend of Faerghail" game, press "Y" for yes or just 
RETURN. More often than not, your iDell lo-ued character will 
he down graded for "Faerghail" - a character too strong iijould 
make this game too easy. The profession of a transfered 
character is also not aliways the same - for example the bard is 
not a profession in Faerghail. In this case, a profession is chosen 
that needs the same kind of experience as the transferred has, or 
a profession is chosen that is of importance to the group. The 
maximum number of characters that may be saved on the main 
disc is 32. This limit goes for both created or transfered 
characters. 




Making a back-up 

To make a back-up of the original, folloii) the instructions in 
the user manual for your system. 



The different 'uersions 
IBM PC 

This program automatically acfenoiwledges an already installed 
mouse— dri-uer. Pc users iwitbout a mouse can play this game 
using the cursor keys and those described in this hand-book. 
This program runs iwith the foUoawing graphic cards: Hercules, 
CGA, and EGA. No guarantee is gi-uen for the /unctioning of this 
program luith other cards. 

Atari ST, IBM 

Should your system contain a Ram -upgrade, this iwill be used 
by the program, reducing additional loading time. 

Amiga 

A ram-upgrade wiW be used by this program to load 
additional graphics and sound effects. 




IX. Help. 



A quick start... 

After loading, you will find yourself in the tauern in the 
tonjn of Tbyn. All journeys start from this point of contact, 
Dubere ad-uenturers and bra-ue luarriors meet, seeking otbers to 
join tbem on tbeir journeys. Your predicament is quite tbe same, 
in order to fulfill your mission you have to find up to six trusty 
companions iwbo'll join you on your journey. 

You now have two cboices: - You can recruit a oubole group 
of fully equipped actuenturers, or try to recruit indi'uiduals on 
your oiun. 

To recruit, click on tbe menu ^function (R)ecruit or press tbe 
"R" key. A list of cbaracters iwill appear sbonjing tbeir names, 
professions, and experience levels. Click on tbe cbosen cbaracter 
or press tbe key according to bis number. Wben six cbaracters 
ba-ue been recruited, tbis menue luiU automatically close. 

To recruit cbaracters of your own accord, cboose tbe '(L)ook 
for new cbaracter' menu /unction. A neii; menu will tben 
appear, presenting you uyitb tbe possibility of cboosing tbe 
attributes tbat tbe new cbaracter sbould bai^e. To cboose a 
cbaracter click on (L)ook. Sbould tbis cbaracter suit your 
purpose, tben click on (A)ccept. Tbis new character must tben 
be gi-uen a name; up to ten letters may be typed in. 



Important: 

No t'uuo cbaracters can ba-ue tbe same name. A maximum of 
32 cbaracters may be found and sa-ued. Sbould a cbaracter not 
suit your desires do not (A)ccept, but click on (R)eject, or just 
press tbe rigbt mouse button. Tbis alloiws one to "Searcb" 
indefinitely. Haue you found enougb cbaracters for your journey, 
recruit tbem as described, and tbe mission can begin... 

Lea-ue tbe ta-uern by clicking on, or pressing (C)ontinue, or 
just press tbe rigbt mouse button.- Tbrougbout tbe game, 
pressing tbe rigbt mouse button, space, or return key iwill 
'(C)ontinue'. 

To leave tbe town, '(C)ontinue as above. You njill tben be 
well on your uyay and arrive outside tbe toirn, in tbe 
iBilderness of tbe valley of Faergbail. 

It's early morning, and tbe sun rises, red, in tbe East. - 
Important: try to observe tbe position of tbe sun as you wiXi not, 
at tbis time, bave any kind of compass.. 
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XI. Coming soon.. 

Coming soon from reLINE: 



Pouyerslide 

In this new kind of motor racing game, the gamer has to 
sol'ue the many different missions loaded on bim. On success, the 
player is reiwarded ititb the possibility of arming bis car 'uyitb 
many extras. Opposing cars can be sbunted from tbe track, or 
completely demolisbed. Or oneself.. Tbe extremely fast scrolling 
action and animation make tbis game a must for all Action! 
fans of skill and strategem. 

Planned for: Amiga, Atari ST, C64 and IBM PC's 



1 



Centerbase 

Tbe future.. Central Cities administrate and supply mankind. 
Being an administrator of a sector, your aim is to a-uert all 
sabotage, stamp out criminals, and maintain tbe supplies. Witb 
your control terminal, you can in'uestigate all acti-uities luitbin 
your sector, stop saboteurs (action sequences), build li'uing 
quarters and trade. A must for all tbose gamers tbat play "Oil 
Imperium" or otber games of tbis kind. 

Planned for: Amiga, Atari ST(colour and mono), IBM PC's 



Rotator 

A planet luitb energy problems.. Attackers from space ba-ue 
sabotaged tbe generators and destroyed tbe pylons. Witb use of 
your special -uebicle - tbe Rotator , new cables ba-ue to be 
connected before tbe in-uaders connect tbe central energy supply 
to tbeir own base. A game needing extra skill, strategy and 
fore— sigbt, a game tbat's addicti'ue! Gameplay proceeds in tiuo 




screens turning in 36 !!! different angled views in real-time, 
programming tecbnique never seen before today. 
Planned for: Amiga, Atari ST(colou)r , IBM PC's 



How a^)ailable: 
HoUyuyood Poker Pro 

A round of poker in attracti-ue surroundings - iwitb four girls. 
Caution! Tbe girls knon; all tbe tricks and can tbey bluff! Wdtcb 
out or you'll lose all... Hollyiwood Poker Pro presents attractive 
grapbics, zoom— in mode, and good music. An international bit! 

Programmed for Amiga, Atari ST, and C64 uoitb floppy. 



Oil Imperium 

Haven't you aliuays owanted to manage a business empire? 
Ha-ue tbe power to make decisions, and sabotage otber firms? In 
tbis intriguing game you are tbe president of a multi-national 
oil firm, trying to sur'uive in tbe bard HJorld of commerce, e-uen 
using illegal metbods in stopping your competitors. A cool and 
cle-uer personality is needed in tbis action-packed game of 
intrigiie. Tbe fantasic grapbics, soundtracks, and action sequences 
of tbis game bave made it a bit on an international scale. 

Programmed for : Amiga, Atari ST (colour and mono), IBM 
PC's, and C64. 
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LES CARACTERISTIQUES DE BASE 



Force (Strength) 

Le chiffre de cette caracteristique represente ia force physique 
du personnage et sa capacite a porter des charges. C'est le trait 
principal des guerriers et des paladins. 



Intelligence (Intelligence) 

Le chiffre correspond au quotient intellectuel et nous 
renseigne sur I'aptitude du personnage a apprendre des langues. 
sur sa sagacite et sur son esprit de combination. Lintelligence 
est la caracteristique principale des magiciens. 

Sagesse (Wisdom) 

Cette qualite correspond a la volonte de reussite, a la 
memoire. a 1' intuition et a la ruse. Les clercs et les druides 
disposent d un grand nombre de points en sagesse et utilisent la 
magie sans avoir recours au livre des sorts. 



Dexterite (Dexterity) 

La dexterite correspond a I'agilite, a ia rapidite des reflexes et 
a la capacite d'evaluation des situations dangereuses (attaques, 
pieges). C'est la qualite principale des voleurs et des moines. 

Constitution (Constitution) 

La constitution represente la sante. la forme physique et la 
force de resistance aux poisons. Plus ce chiffre est eleve, plus le 
personnage dispose de points de vie. 

Points de vie (Hit points) 

Chaque personnage dispose d un certain nombre de points de 
vie qui nous renseignent sur son etat de sante. Lorsqu'il a atteint 





le maximum de points, ii est en pleine forme physique, alors 
qu'une perte de points signifie qu'il fatiguera plus vite dans les 
combats ou en marche et que sa force de resistance aux 
maladies est diminuee. II est vivement conseille de soigner les 
blessures dans les temples ou avec des breuvages. Une perte 
totale des points de vie annonce la mort imminente du 
personnage! 

Points de magie (Magic points) 

Plus le personnage possede de points de magie. plus il peut 
utiliser de sorts. Chaque effort fait baisser le chiffre et une pause 
peut s'averer necessaire pour recuperer des points. 

Points d'experience (Experience points) 

Un personnage obtient des points d'experience. chaque fois 
qu'il a vaincu un adversaire ou qu'il a correctement utilise un 
sort. 

Ces points lui permettent d'avancer dans sa profession, 
d'ameliorer ses caracteristiques et de recevoir des points de vie 
et de magie supplementaires. II doit pour cela, se rendre au 
conseil des corporations, ou il recevra un entrainement 
approprie. 

Classe d'armure (Armour class) 

Un chiffre eleve signifie une tres bonne protection contre 
toutes sortes d'attaques. La classe d'armure est composee de la 
dexterite. de la constitution et de I'armement. 



LES RACES 



Les humains (Human) 

11 existe tellement de races parmi les humains. qu'il serait trop 
long de toutes les decrire. Sachez seulement que les humains 
peuvent exercer tous les metiers. 

Les gnomes (Dwarf) 

Ces compagnons sympatiques sont fideles et dignes de 
confiance. lis aiment les pierres precieuses, n'utilisent jamais la 
magie et ne s'entendent pas avec les elfes. A cause de leur 
physique, les gnomes sont en general des guerriers ou des 
forgerons. 

Les elfes (Elf) 

Les elfes sont d'excellents archers. Bien qu'ils soient 
immunises contre la paralysie. lis ne luttent pas aussi bien que 
les gnomes dans les combats rapproches. Leur intelligence 
superieure leur permet de devenir mages ou illusionistes. 

Les petites-gens (Halfling) 

Leur atout principal est la dexterite et ils sont souvent 
embauches comme espions ou voleurs. Ces excellents archers 
sont peu courageux. mais toujours prets a intervenir lorsqu'un 
ami est en danger. 

Les demi -elfes et demi-orques (Mixed race) 
Les demi -elfes ont les memes caracteristiques que les elfes. 
mais ne sont pas immunises contre la paralysie. Les demi- 
orques sont des guerriers tres forts mais peu intelligents et 
querelleurs. 



LES METIERS 



Guerrier (Warrior) 

Un guerrier sait se servir de toutes les armes. 11 doit etre fort 
et avoir une bonne constitution pour pouvoir defendre son 
groupe et eventueilement enfoncer une porte verrouillee. II est 
recommande d'avoir au moins un guerrier dans son groupe. 



Barbare (Barbarian) 

Les barbares ressembient aux guerriers, mais ils sont plus 
efficaces et plus resistants aux coups. lis refusent la magie et ne 
se fient qu'a leur force physique. 

Voleur (Thief) 

Les voleurs evitent de se battre, car ils ne sont pas forts et ne 
portent pas d'armure metallique. lis savent tres bien detecter et 
desamorcer les pieges et forcer des portes. La dexterite est leur 
caracteristique la plus importante. 

Forgeron (Blacksmith) 

Le forgeron repare. en cours de voyage, les armes et armures 
abimees. Lorsqu'il dispose d'un marteau et d une enclume, il 
peut lancer quelques sorts. II ne porte pas d'armure metallique. 



presque a eel les des 



Garde forestier (Ranger) 
Ses caracteristiques ressembient 
guerriers. 

A partir d un certain niveau d'experience. il peut utiliser 
certains sorts des druides. C'est aussi un excellent guetteur. 
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Pretre (Cleric) 

Lhomme de 1 eglise est un sage qui lutte contre le mal dans le 
monde. 11 a des dons de magicien, mais n'utilise la magie que 
pour defendre ou proteger les humains. 

Druide (Druid) 

Son role est de proteger la nature a I'aide de ses pouvoirs 
magiques. 11 est toujours le bienvenu dans un groupe, car en sa 
presence, la nature ne se montre presque jamais hostile. 

Magicien (Magician) 

Les sorts que le magicien utilise sont si complexes, qu'il a 
toujours besoin du livre de magie. II ne porte pas d'armure et est 
trop faible pour se battre. II prefere lutter avec sa magie. 

lllusionniste (Illusionist) 

Lillusionniste ne porte pas d'armure et ne maTtrise pas I'art de 
la guerre. 11 doit etre intelligent et tres habile. Ses pouvoirs 
magiques servent a creer des images dans I'esprit des autres. 
Celles-ci deviennent reelles lorsque les personnes y croient. 

Paladin (Paladin) 

C'est un guerrier pour qui les notions de gloire et d'honneur 
jouent un role important dans la vie. 11 lutte contre le mal et 
n'hesite pas a s'attaquer aux adversaires les plus costaux. A 
partir du 4eme niveau d'experience, il connait quelques sorts. 

Guerisseuse (Healer) 

La guerisseuse est une magicienne sage et habile, dont les 
sorts soignent, protegent et ne font aucun mal. Elle ne porte pas 
d'armure metallique, mais ses forces magiques sont souvent tres 
utiles dans les combats. 
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Moine (Monk) 

Les moines refusent toute armure mais ne sont pas pour 
autant sans defense, lis ont leur propre technique de combat! 
Leurs caracteristiques principales sont la dexterite. la sagesse et 
une bonne constitution. lis maitrisent certaines techniques des 
voleur. 

LES COMPETENCES PARTICULIERES 



En plus des caracteristiques de base, chaque personnage a 
des competences particulieres. en fonction de son metier. 



Negocier 

Attaquer 

Defendre 

Concentration 

Pickpocket 

Ramper 

Detecter des pieges 
Desamorcer des pieges 
Ouvrir des portes 



(Negotiating) 
(Attack) 
(Defend) 
(Concentration) 
(Pick -pocket) 
(Stalking) 
(TVap finding) 
(TVap disposal) 
(Open dors) 



LES LANGUES 



Langue commune (Common language) 
Langue maternelle de tous les humains et langue commerciale 
des peuples civilises. 

Langue animale (Animal language) 

Ensemble de sons propres aux animaux. Les druldes et les 
gardes forestiers doivent connaitre cette "langue". 

Langue des orques ou Gritshnak (Ore Tbngue) 

Melange des deux langues precedentes et de la langue des 

tenebres. Le Gritshnak est parle par les orques et est tres 

repandu. 

Langue troglodyte (TVoglodyte language) 
Langue peu utilisee. car les contacts avec les TVoglodytes sont 
rares et se terminent toujours mal. 

Langue des gnomes (Dwarven language) 
Langue tres difficile a apprendre a cause des nombreux sons 
gutturaux. Les professeurs de cette langue sont tres rares. 

Langue des elfes (Elven tongue) 

C'est une langue tres repandue. avec beaucoup de dialectes. 
Les professeurs qui l enseignent, sont nombreux. 

Langue des tenebres (Dark language) 
Dialecte de la langue des gnomes, parle par des creatures qui 
vivent sous terre et evitent les contacts avec ceux du "dessus". 



Langue magique (Magic language) 

Nommee aussi "Tferandir Ellagdrinum Estaffyn". cette langue 
doit etre connue des magiciens pour qu'ils puissent 
comnnuniquer avec les etres d'autres mondes. 



LES ALIGNEMENTS 

Plusieurs alignements sont possibles: loyal-bon. deloyal-bon. 
neutre, mauvais. lis servent de ligne de conduite pendant tout le 
jeu et il est important d en tenir compte a tout moment. En effet, 
il ne sert a rien de discuter avec des etres mauvais et on perd 
son temps quand on essaye de les persuader avec des 
arguments raisonnables. II est aussi conseille de ne pas attaquer 
immediatement un inconnu, car celui-ci pourrait s'averer tres 
utile pour la suite du jeu. 



LUNIVERS DE FAERGHAIL 
A) Les villes 
Les magasins 

On en trouve dans la plupart des villes du royaume. 
notamment a Thyn et a Cyldane. Vous pouvez y acheter tout ce 
dont vous avez besoin ou revendre des objets acquis plus ou 
moins legalement. 

La banque 

La banque gere les comptes et delivre des cartes de credits 
qui sont acceptees par la plupart des commergants. 

Lauberge 

Lauberge est I'endroit ou les aventuriers se reposent. achetent 
de la nourriture et recrutent de nouveaux compagnons. 

Le conseil des corporations 

Les aventuriers doivent toujours consulter le conseil des 
corporations pour apprendre de nouvelles langues. etudier des 
sorts ou recevoir un entrainement pour passer au niveau 
superieur. 

Le temple des soins 

Les pretres du temple guerissent les aventuriers blesses et 
rappellent a la vie (si les Dieux le veulent bien!) des personnages 
decedes. 







Dans les forets des comtes de Thyn et Cyldane se trouvent 
non seulement toutes sortes d'animaux, mais aussi des 
mercenaires qui devalisent les voyageurs. Quelques auberges 
isolees offrent un abri pour la nuit. a condition d'y arriver avant 
le coucher du soleii. Si vous preferez camper dans la foret, il est 
indispensable de laisser quelqu'un monter la garde car les 
dangers sont nombreux! 

Dans le comte de Thyn se trouvent aussi le temple du dragon, 
une ruine et le palais des elfes. Pour acceder au comte de 
Cyldane et decouvrir divers endroits (un volcan, les ruines d'un 
oracle, ou I'abbaye Sagacita). vous devez traverser les montagnes 
ou passer par les mines des gnomes, les "Khazad Maran". 



C) Les donjons 



II est vivement conseille de faire un plan du donjon dans 
lequel on se trouve. ci moins de posseder la celebre boule en 
cristal que les gnomes cachent dans leurs mines. La legende dit 
que celui qui detient cette boule ne risque plus de se perdre. 

Explorez minutieusement les donjons (nombreuses portes 
secretes!) mais soyez tres prudent, car les monstres sont 
redoutables et les pieges nombreux! 




D) Que faire dans les donjons? 





-Utiliser un accessoire (O): comme des potions, des 
parchemins, des objets magiques etc. Choisissez d'abord un 
personnage puis I'objet qu i! doit utiliser. 

-Lancer un sort (U): choisissez d'abord le mage puis le sort. 

-Forger (F): s'il y a un forgeron dans le groupe, il repare 
I equipement endommage. 

-Se reposer (R): pour reprendre des forces. Si quelqu'un 
monte la garde, il ne recupere pas de points de vie ou de magie. 

-Renvoyer un personnage (D): cette option permet de liberer 
une place dans le groupe pour pouvoir recruter un nouvel 
aventurier. 

-Appater (L): lorsque vous etes poursuivi par des monstres, 
lancez lui quelque chose pour detourner son attention 
(nourriture, or) et fuyez au plus vite. 

-Boule magique (M): si vous I'avez trouvee, elle vous permet 
de revenir sur vos pas sans vous perdre. 

-Ouvrir une porte (P): si le voleur n'arrive pas a ouvrir une 
porte, essayez de I'enfoncer. 

-Options diverses (O): charger ou sauvegarder un jeu 
(formatez une disquette vierge au prealable) ou changer des 
parametres. Ces options se trouvent aussi dans un menu qui 
apparait lorsqu'on appuie sur la touche droite de la souris. 

-(T) = pause 



■mi 




V 
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-Conseil: vous trouverez des sources dans les labyrinthes et 
dans les forets. Elles vous permettent de renouveler les points 
de vie et la sante des compagnons. Nous vous conseillons de 
noter soigneusement leurs emplacements. 



LES RENCONTRES 

Lorsqu'un personnage rencontre un adversaire, il nest pas 
toujours necessaire de se battre avec celui-ci. Si vous parlez sa 
langue. 11 est parfois possible de marchander (avec des 
commergants ou des etres qui veulent se debarasser de leur 
butin), de recruter un nouveau membre ou de converser. Vous 
pouvez par exemple. persuader certains monstres de vous 
laisser tranquille en leur expliquant qu'un combat ne les distraira 
pas beaucoup. 

Si I'adversaire n'accepte pas la conversation ou ne repond pas 
a votre salutation, il ne reste que deux solutions; la fuite ou le 
combat. 



LES COMBATS 



Un tableau semblable a celui ci-dessous est affiche lors de 
chaque combat: 



2? 



1) 


Arnold 


Kil 


Attacks 


2) 


Smitty 


Def 


Magic 


3) 


Casimir 


Ret 


Magic 


4) 


Aleena 


Def 


Use Object 


5) 


-ferdii 


Att 


Attacks 


6) 


Tblfin 


Def 


Stalks 




II indique le placement de chaque combattant: en pointe 
("Kil"). en attaque ("Att"), en defense ("Def") ou en fuite("Ret"). 
Les adversaires ne pourront jamais fuir ("Ret"). La force 
d'attaque depend de la position du combattant sur I'une de ces 
lignes. Un personnage proche de son adversaire a plus de 
chances de le toucher, mais aussi plus de possibilites d'etre 
blesse. Seuls les mages doivent se trouver a une certaine 
distance de leurs adversaires. afin de pouvoir se concentrer sur 
les sorts. 

Liste des actions possibles pendant le combat 

- Defendre Important lorsqu'un personnage n'est 

pas tres fort. 

- Attaquer On ne peut attaquer que la premiere 

ligne d'ennemis. 

- Ramper (moine ou voleur uniquement) Le 

personnage disparait un moment, puis 
reapparait derriere un adversaire et se 
jette sur lui. Le resultat de cette 




attaque surprise depend de I'habilite 
et du talent du personnage. 

- Utiliser un objet : Choix d une arme ou d un baton 

magique. 

- Magie Lancer un sort ou utiliser une autre 

forme de magie. 

Le combat commence lorsqu'on a place ses hommes et que 
les roles ont ete repartis. Loption "Normal combat" permet de 
voir tout le combat, alors que I option "Quick combat" n'indique 
que le resultat. 

Le combat rapide 

II est possible de raccourcir la duree du combat, en 
choisissant dans le menu I'option (Q)uick. au lieu de I'option 
(A)ttack. 

Un tableau indiquant les resuitats est affiche apres le combat. 
On obtient les informations suivantes: 



Name Hp. W A B Attack 



Arnold -3 * - - Failed 

Smitty 0 _ _ _ Succeeded 

Casimir 0 - - * Succeeded 

Aleena -10 * - - Failed 

'ferdil 0 - * - Succeeded 

Tblfin -1 _ _ _ Succeeded 



-Hp. = Hitpoints : nombre de points de vie 

perdus 

-W. = Weapon damage : arme abimee oui (*) ou 

non (-)? 

-A. = Armour damage : armure abimee oui (*) ou 

non (-) ? 

-B. = Bonus points : si le personnage a fait ses 

preuves durant le 
combat, il obtient un 
bonus, oui (*) ou non (-) 

-Attack = attaque reussle ou perdue ? 



Apres le combat 
Le tableau suivant est affiche a Tissue de la rencontre, qu'il y 
ait eu combat ou fuite. 



Name 


Gld. 


Rt 


Exp. 


Hp. 


Arnold 


116 


6 


67 


0 


Smitty 


80 


5 


14 


0 


Casimir 


54 


5 


0 


0 


Aleena 


75 


6 


0 


-12 


T^rdil 


103 


5 


12 


-2 


Tblfin 


12 


5 


15 


-2 



-Gld. 
-Rt 

-Exp. 



-Hp. 





- Gold : quantite d or derobee a 

I'adversaire. 
= Rations : il est possible 

d'augmenter ses rations 

en tuant un adversaire 

aninaal. 

= Experience points : apres une victoire. on 
obtient des points 
d'experience. en fonction 
de ses actions pendant ie 
combat (nombre 
d'adversaires affrontes. 
recours a la magie) 

= Hit points : nombre de points de vie 

perdus au combat. 



LA MAGIE 



La magie est un art difficile qui exige une concentration 
intense. Chaque fois qu'un personnage lance un sort, sa 
concentration et ses points de magie diminuent. Pour renouveler 
ses forces, il doit se reposer ou meme dormir une nuit complete. 

Les sorts 

Les sorts ne peuvent etre lances de fagon illimitee. Dans la 
liste suivante, vous trouverez le nom anglais de chaque sort, sa 
traduction, le nombre de fois qu'il peut servir dans une journee 
et son champ d'action. Referez-vous au manuel anglais pour 
obtenir plus de renseignements sur chaque sort. 
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Les sorts des magiciens 



-Burning Hands 


= main de feu 


08 


Un ennemi 


-Light 


= lumiere 


04 





-Magic Arrow 


= fleche magique 


07 


Un ennemi 


-Shield 1 


= ler bouclier 


05 


Les compagnons 


-Word of Sleep 


= sommeil 


06 


Equipe adverse 


-Shocking Grasp 


= electrocution 


06 


Un ennemi 


-Permanent Light 


= lumiere permanente 02 





-Fireworks 


= feu d'artifice 


05 


Equipe adverse 


-Magic Net 


= filet magique 


06 


Un ennemi 


-Words of Weakness 


= faiblesse 


08 


Tous les ennemis 


-Lightning Bolt 


= eclair 


05 


Un ennemi 


-invisibility 


= invisibilite 


04 


Un compagnon 


-Fireball 


= explosion 


05 


Equipe adverse 


-i^y of Fire 


= jet de flammes 


05 


Tbus les ennemis 


-Fading 


= nebulosite 


06 


Les compagnons 


-Quickness 


= rapidity 


05 


Les compagnons 


-Paralyze 


= paralysie 


05 


Tbus les ennemis 


-Shield 11 


= 2eme bouclier 


04 


Les compagnons 


-Slow 


= ralentir 


05 


Equipe adverse 


-Blizzard 


= tempete de neige 


05 


Equipe adverse 


-Flame 


= bouclier de feu 


04 


Les compagnons 


-Word of Fear 


= peur 


04 


Tous les ennemis 


-Word of Altering 


= transformation 


04 


Equipe adverse 


-Word of Confusion 


= confusion 


04 


Equipe adverse 


-Summon Elemental 


= appeler un "Element" 


01 




-icy i^y 


= jet de glace 


03 


Un ennemi 


-TUm to Stone 


= petrifier 


03 


Un ennemi 


-I3eath cloud 


= nuage mortel 


03 


Tbus les ennemis 


-Disintegrate 


= desintegrer 


03 


Un ennemi 


-IDeathwish 


= le sort de la mort 


02 


Tbus les ennemis 




IS 





-Mind Shock 




paralysie du cerveau 03 


Tbus les ennemis 


-Magic Shield 




bouclier magique 


03 


Equipe adverse 


Les sorts des illusionnistes 




-Acid 1 




ler jet acide 


08 


Un ennemi 


-Colour Rays 


= 


rayons colores 


07 


Un ennemi 


-Quickness 


= 


rapidlte 


06 


Les compagnons 


-Magic Lantern 


= 


lanterne magique 


08 




-Swamp 


= 


bourbier 


05 


Tbus les ennemis 


-Phantom Armour 


= 


armure magique 


06 


Les compagnons 


-Magic Map 




carte magique 


04 




-Open Lxxks 




ouvrir des portes 


03 





-Blind 


= 


eblouir / aveugler 


04 


Equipe adverse 


-Smoke Cloud 


= 


nuage de fumee 


05 


Tbus les ennemis 


-TVap Disposal 




desamorcer un piege03 





-Farsight 


= 


prevoir une attaque 


05 





-Lightning 


= 


eclair 


05 


Un ennemi 


-Invisibility 


= 


invisibilite 


04 


Les compagnons 


-Acid 11 




2eme jet acide 


04 


Un ennemi 


-Entanglement 




champs energetiques04 


Equipe adverse 


-Bewitch 




transformation 


04 


Equipe adverse 


-Dumbfound 




deconcerter 


06 


Tous les ennemis 


-Phantom Shield 




bouclier invisible 


04 


Les compagnons 


-Fist of fire 




poing de feu 


04 


Un ennemi 


-Heart stroke 




attaque cardiaque 


04 


Un ennemi 


-Slow down 




ralentir 


04 


Tous les ennemis 


-Rainbow colours 




arc-en -ciel mortel 


03 


Equipe adverse 


-Phantom 




fantome 


01 


Les compagnons 


-Sunshine 




source de lumiere 


03 


Equipe adverse 


-Phantom Cage 




cage invisible 


03 


Equipe adverse 



Les sorts des pretres 




-Healing 1 


= guerir 1 


10 


Les compagnons 


-Light 


= lumiere 


08 





-Protect a. evil 


= proteger du mal 


08 





-Blessing 


= benir 


07 


Les compagnons 


-Deter undead 


= chasser les mort-vivanis 


08 


Tbus les ennemis 


-Spiritual hammer 


= marteau spirituel 


06 


Un ennemi 


-Holy song 


= chants 


06 


Les compagnons 


-Tie up 


= ligoter des personnes 


06 


Equipe adverse 


-Silence 


= bloque un sort adverse 


10 


Tbus les ennemis 


-Dilute poison 


= diluer un poison 


08 


Un compagnon 


-Prayer 


= priere 


05 


Les compagnons 


-Stop Curse 


= un anti- malediction 


01 


Un compagnon 


-Healing II 


= guerir II 


05 


Un compagnon 


-Hand of Fire 


= main de feu 


05 


Equipe adverse 


-Swarm of Hornets 


= essaim de frelons 


04 


Tous les ennemis 


-Destroy Evil 


= detruire le mal 


04 


Un ennemi 


-Wall of Blades 


= mur de lames de fer 


04 


Un ennemi 


-Summon Warrior 


= appeler les guerriers 01 




-Earthquake 


= tremblement de terre03 


Tbus les ennemis 


-Protect 


= protection 


03 


Les compagnons 




Les sorts des druides 



-Glowing 
-Enchant Weapon 
-Friends... Animals 
-Firetrap 
-Healing I 
-Friendship 
-Bark Skin 
-TYap disposal 
-Flicker 

-Summon Insects 



illuminer I'adversaire 10 
ensorceler une arme 08 
Amitie avec des betes 08 
piege 06 
guerir I 06 
amitie des humains 06 
peau insensible 05 
desamorcer un piege 04 
proteaion en combat05 
appeler des insectes 05 



Un ennemi 
Un compagnon 
Tous les ennemis 
Un ennemi 
Un compagnon 
Un ennemi 
Un compagnon 




Les compagnons 
Tous les ennemis 




-Thunder & Light.I 
■Thunder & Light.ll 
■Sunnmon K... Forest 
-Hailstrom 
Typhoon 
■Healing 11 
■Conjure Elemental 
■Fireball 
■Brain of Newt 
Sandstorm 
Death Ray 



eclair et tonnerre 1 
eclair et tonnerre 
appeler I garde forest, 
orage de grele 
typhon 
guerir II 

appeler un "element" 
orage de boules de feu 
debilite mentale 
tempete de sable 
rayons mortels 




Un ennemi 
Tbus les ennemis 

Tbus les ennemis 
Tbus les ennemis 
Un compagnon 

Equipe adverse 
Tous les ennemis 
Equipe adverse 
Un ennemi 



Les sorts des guerisseuses 



1 



-Cure light Wounds 


= soigner des blessures 


10 


Un compagnon 


-Holy song 


= chants 


06 


Les compagnons 


-Shield 


= bouclier 


06 


Un compagnon 


-Anaesthetize 


= paralyser en partie 


07 


Equipe adverse 


-Heal bad Wounds 


= soigner des blessures 


06 


Un compagnon 


-Light 


= lumiere 


10 




-Bless 


= benir 


06 


Les compagnons 


-Cure Blindness 


= guerir un aveugle 


01 


Un compagnon 


-Healing 111 


= guerir III 


04 


Un compagnon 


-Cure Poisoning 


= donner un antidote 


0! 


Un compagnon 


-Replenish Energy 


= renouveler I'energie 


03 


Un compagnon 


-Heal Illness 


= guerir une maladie 


01 


Un compagnon 


-Refuge 


= refuge 


03 


Les compagnons 


-Fear 


= peur 


04 


Tbus les ennemis 


-Deter Undead 


= chasser les mort -vivants 


05 


Tbus les ennemis 


-Stop Curse 


= un anti-malediction 


02 


Un compagnon 


-Complete Healing 


= guerison complete 


01 


Les compagnons 


-Protective Cage 


= cage protectrice 


01 


Un compagnon 
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Les sorts du forgeron 



-Din 
-Tferror 

-Magic Weapon 
-Magic Armour 
-Crystal Ball 
-TVemor 
-Lameness 
-Vibration 
-Shower of Sparks 
-Titanic Fist 



= deranger 

= panique 

= arme magique 

= armure magique 

= boule magique 

= tremblement 

= paralysie 

= vibrations 

= formation d'^teincelles 

= destruction de murs 



04 Tbus les ennemis 

04 Equipe adverse 

03 Un compagnon 

03 Un compagnon 

02 Les compagnons 

03 Equipe adverse 
03 Equipe adverse 
02 Tbus les ennemis 
02 Equipe adverse 
01 Les compagnons 



INSTRUCTIONS DE CHARGEMENT 
AMIGA 

Eteignez d'abord votre amiga puis rallunnez-le quelques 
secondes plus tard. Si vous avez un aniiga 1000. vous devez 
charger un Kickstart. Inserez la disquette de jeu dans le lecteur 0 
des que le Workbench apparait a I'ecran. 

Inserez la disquette "Legend of Faerghail" dans le lecteur 
interne. La page de presentation apparaltra a I'ecran quelques 
instants plus tard. Cliquez sur le bouton gauche de votre souris 
pour continuer. Lorsque le Workbench apparait, cliquez deux 
fois sur I'icone "Legend of Faerghail" puis deux fois sur PRG 
dans la fenetre suivante. Le programme debutera 
automatiquement. 



ATARI -ST 



Eteignez d'abord votre ordinateur puis rallumez-le quelques 
secondes plus tard. Inserez la disquette "Legend of Faerghail" 
dans le lecteur interne et declenchez un reset. Le programme 
debutera automatiquement. 



IBM PC ET COMPATIBLES 



Inserez la disquette "Legend of Faerghail" dans le lecteur A. 
'fepez A: puis "LOP". Le programme debutera automatiquement. 



L ECRAN 



a) Liste des personnages 

Elle est affichee dans la fenetre en haut a droite. Pour chaque 
personnage. vous obtenez les informations suivantes: 

nom. numero. metier, protection (en %), constitution, points de 
vie et pourcentage des sorts disponibles. 




Nous vous conseillons de placer en premiere position les 
personnages qui ont du mal a obtenir des points d'experience. 

Cliquez avec le bouton gauche de la souris sur un nom pour 
obtenir un portrait et plus d' informations sur le personnage (cf 
paragraphe suivant "Description des personnages). 

b) Les graphismes 

Tbus les graphismes du jeu (monstres, personnages, paysages 
etc..) apparaissent dans la fenetre de gauche. 



c) Le texte 

II apparait dans la fenetre en bas a droite. 

d) Les informations generales 

En dessous des graphismes. sont affichees les informations 
suivantes: le lieu ou se trouve le joueur. la direction dans 
laquelle il se dirige, I'heure actuelle. le moral des troupes, la 
quantite de rations disponibles et les sequences de combats. 



DESCRIPTION DES PERSONNAGES 




Lorsque vous cliquez avec le bouton gauche de la souris sur le 
nom d un personnage (ecran principal), vous obtenez des 
informations qui peuvent etre reparties sur plusieurs pages 
(appuyez sur N = Next page, pour voir la page suivante). 



Page 1 

-nom, alignement. sexe et metier 

-degre d'experience -points de vie 

-force -points de magie 

-constitution -etat de sante 

-dexterite -points d'experience 

-intelligence -poids qu'il porter 
-sagesse 

Page 2 

-nom -poids 

-rations disponibles -or 




-liste des objets que le personnage possede 
(+ = ne peut etre utilise) 
(E = le personnage l a mis) 
(% = etat de I'objet) 
(lb= poids de I'objet) 

II est possible de mettre des objets. de les echanger avec 
d autres personnages ou de sen debarasser. Cliquez sur I'objet 
en question ou tapez le nunnero du personnage. 



Page 3 

Cette page n'apparalt que lorsque le personnage salt lancer 
des sorts. Elle indique le nombre de sorts disponibles dans la 
journee. la liste des sorts et le nombre de fois qu'ils peuvent 
encore etre utilises. 

Page 4 

Cette page vous renseigne sur les competences particulieres 
de chaque personnage. 



Page 5 

Liste des langues parlees par le personnage. 



SAUVEGARDE 
D'UNE PARTIE 



ET CHARGEMENT 



Apres avoir charge le programme, cliquez sur "D...'' dans 
I'auberge. 'fepez le nom de la partie et eventuellement du 
repertoire que vous voulez charger ou sauvegarder et appuyez 
sur RETURN. 




Lorsque vous etes dans une foret ou dans un donjon, vous 
pouvez acceder au menu de sauvegarde en cliquant sur le 
bouton droit de votre souris ou en appuyant sur la touche "D". 

Nous vous conseillons de sauvegarder regulierement les 
parties. 

LES PROGRAMMES D AIDE 

Certaines versions contiennent les programmes d'aide 
suivants: 

- Format 

Cette commande vous permet de formater et de denommer 
une disquette vierge pour les sauvegardes. 

- InstHD 

Sur certaines machines, il est possible d' installer le 
programme sur disque dur. Ceci permet de raccourcir les temps 
de chargement du programme. Sur les disquettes Amiga. Atari - 
ST et PC vous trouverez le fichier "InstHD". Demarrez-le 
normalement. Le programme vous demandera tous les 
renseignements necessaires. 

Version amiga: Le programme vous demandera si vous 
desirez modifier la sequence -startup (fichier dans lequel se 
trouvent les commandes pour demarrer le disque dur). Si oui. 
appuyez sur "Y". TVois lignes seront alors rajoutees au fichier et 
vous pourrez demarrer le jeu du disque dur. II suffira de cliquer 
sur I'icone "Legend of Faerghail" apres avoir allume I'ordinateur. 



- H'ansfer 

II est possible de transferer les personnages des jeux de role 
suivants dans "Legend of Faerghail": 

"Phantasiel" (C) SSI 
"Phantasielll" (C) SSI 

"Bard's T^le I: T^ies of the Unknown" (C) Interplay.. ./E A 
"Bard's T^le 11: The Destiny Knight" (C) Interplay.../EA 

Apres avoir charge le programme, vous devez d'abord 
indiquer I'origine des personnages que vous voulez transferer. 
Inserez ensuite la disquette de jeu dans le lecteur. Le 
programme vous demandera pour chaque personnage, si vous 
desirez le transferer. T^pez "I" pour oui ou appuyez sur 
RETURN. Vous pouvez transferer au maximum 32 personnages. 

Certains d'entre eux commenceront avec un degre 
d'experience inferieur a celui qu'ils ont d'habitude. de fagon a ce 
que le jeu ne soit pas trop facile a resoudre! 

Certains metiers n'existent pas dans "Legend of Faerghail" et 
doivent egalement etre changes (TVoubadour par exemple). Le 
programme attribue automatiquement au personnage un metier 
ayant les meme caracteristiques ou la meme importance. 

- Copie des disquettes 

Nous vous conseillons vivement de faire une copie des 
disquettes originales et de ne jouer qu'avec les copies. 




PARTICULARITES DES DIFFERENTES 
VERSIONS 




IBM-PC 

Le programme reconnalt automatiquement si vous avez 
installe une interface souris. Nous vous conseillons de jouer avec 
une souris. mais vous pouvez aussi vous servir du clavier. 
Deplacez-vous a I'aide des 4 f leches et referez-vous au manuel 
pour les autres commandes. 
Ce programme supporte les cartes Hercules, CGA et EGA. 

ATARI -ST, IBM 

Si votre ordinateur est equipe d'une extension de memoire. 
les graphismes et certaines donnees y seront memorises 
automatiquement. Ceci permet de raccourcir considerablement 
les temps de chargement. 

AMIGA 

Une eventuelle extension de memoire permet au programme 
d'utiliser des graphismes et des bruitages supplementaires qui 
n'apparaissent pas sur des machines sans extension de memoire. 





Pour remplir votre mission, vous devez d'abord rassembler six 
hommes autour de vous, soit en recrutant une equipe 
d'aventuriers deja equipes, soit les en cherchant un par un. 

Si vous desirez recruter une equipe. cliquez avez votre souris 
sur "(R)ecruter" ou appuyez sur la touche "R". Vous verrez alors 
apparaitre une liste dans iaquelle figurent le nom. le metier et le 
degre d'experience de chaque personnage. Cliquez sur 
aventurier que vous avez choisi ou tapez son numero. Vous 
quitterez automatiquement ce menu, des que vous aurez choisi 
six camarades. 

Si vous preferez partir vous-meme a la recherche 
d'aventuriers. cliquez sur "(S)...". Vous pourrez alors choisir des 
qualites particulieres en cliquant sur "(S)... et les attribuer a votre 
personnage en cliquant sur "(A)ccepter". II ne vous restera plus 
qu a lui donner un nom ( 10 lettres au maximum ). 

Vous ne pouvez pas donner le meme nom a deux 
personnages differents. 

Si vous ne desirez pas garder un personnage. cliquez sur "V..." 
ou appuyez sur le bouton droit de votre souris. Vous pourrez 
alors continuer votre recherche. 

Des que vous aurez choisi et sauvegarde assez de 
personnages (32 au maximum), vous devrez en recruter six. 
II sera alors temps de partir... 
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Quittez I'auberge puis la ville. en cliquant sur "F..." ou en 
appuyant sur le bouton droit de la souris. sur la barre 
d'espacement ou sur Return. 

Laventure commence... 

Au fin fond de la vallee de Faerghail. un petit groupe 
d'aventuriers attend le lever du jour pour se mettre en route. 
N'ayant pas encore de boussole, il doivent s'orienter a l aide du 
soleil... 

Mais voyez plutot vous-meme... 



i 



